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OPERATION WOLF- 
NOW WITH TWICE THE ACTION. > 
TWICE THE FUN, TWICE THE CHALLENfi 



•VI: -71 W W v. 



The Hi-jack report came from a DC10 leaving Paris for Boston - 
Arab guerillas were in control of fliglit 102 and had turned the 
aircraft towards Africa ...The plane lands in hostile territory and 
the terrorists begin their demands ... 

USE THE LASER SIGHT, 

or the bulletproof vest, but watch out for 

AIR-TO-GROUND MISSILES! 

Operation Thunderbolt the incredible 
Taito coin-op conversion brought 
NOW to your home computer. 
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COMMODORE COMMODORE 
CASSETTE DISK 
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^RIBBAGE 
KE A KING 




• World's strflngest Cribha^f -plaj inR. alg^rithmsr 

• PtayTwfs-lianded. f-V^lir-hand^d, ur tive-Lurd Crib 
bage. 

• Seven disljnctive compulcr oppnnent^. 

• Ask li>ir ^d^ice from um compultr opponeirL 



;v U^eSelup Miide in dty'v^ sccMi^triiK Utr ailal^si^i. 
# Play ' duplieate" Cribba^e. Replai later uslnn the 
same card^. 

m ^pet-idl setup allnvi'<^ ciimputer pla^verm to £omp€H 
ii|^iiiiisl each other. 
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More odvenfyrej of Tintin p/g^ news and 
vievvj en everything 16-bit. 
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^ PRiVIEWS 

Hard Drivin' Ghostbusters II Turbo 
Outrun Aqucinaut ond toads more,,, 



77 COMPETITION 

W r o Sony Discman. ten 

CDs i>i yojr choice plus ten 
capiei cf US Gold's Ghouls 
'N' Ghosts 

d6 ADVENTURES 

Tnot man wifn rne beord, Mike 
Gerrard. is bock wirh more 
puzzling, er... puzzles-. 

90 CHIP SHOP 
BOYS 

T rr Po"r rg susses ogt 
Captain Sensible' ond sees 
wnether hia abseiLiig cat reoll^ 
does hove nine lives' 



9- THE PRICE IS RIGHT 

LesJie Craw^her ^oys. "Come on down 
you skinflin^s for I he btest budger gomejj" 

9"^ CONSOLE ACTION 
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17 RtVIEWS 

The Untouchables, MT Tank Pfatoan 
Stunt Car Racer and Uiser Squad rhe 

s' i endies-jj 

33 COMPETITION 

Win a video recorder Jabberwocky 

and fpme Bandifs vlds sziIls fen copies oF 
^ew son's Onslaught 



WIBBLE STICKS 

If you're a iter o decent 
hand-job don'f miss oyr 
mega joystick lesfi 

41 COMPETITION 

Win Q compleie ser of driving 
bssons or o £200 H<alferds gift 
¥Ducher to cel^«':iro^e DoTqrk's coin-op 
conversion of Hard Drivin', 



42 ARTIFACTS 

Computer gi-apiics experi 
Abn Tomkins checks Ou( 
Phatcn Point II rand 
FanNivision 



48 UNDER WRAPS 

Spook! Dpvid McConoiess^ ^^5veals the much 
awaited Ghouh 'N' Ghosts - US Gold's 
lofe&t stunner. 

58 ARCADES 

Dosh Eorer^ sHcks ifs fiose into Special 
Profecl Y ond yer more future arcode hi Is. 

AS CRYSTAL TIPS* 

'And k\\%\u\r. Sted and Bloo-dwych 
maps, tipi on RVf ond int-erceptor. plus 
POKE$ cpnd Binty Berkmanns brieFs. 
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The oniy ded. cored ai^ni mogozine for the 
console gomas pbyer. This inc^nth a speciol 
report on ?he loteit on the Sego 
Megadrive plus oodles o" news onci 
reviews incli-dirig AJex Kidd In Nigh 
Tech World ond Rush 'n Attack 

1 06 STUFF 

Peeks at the lorejr fab. brilL mega.,, er, 
extremely nice film and videa releases^ 



SUBSCRIPTIONS 

Yep. i?"s true. Vou con get 12 
s^ues and a flip ZERO T- 
shirt for only 18 quid!! 



1 1 o YIKES! 

Vour pages of last, but ifieyVe worrh 
woiKng for. This monrh - Bungfe jpiJIs the 

beons- on 

Rdir^ooVk'. 
Bob 

Mc Alpine 
Jnr 5 

Building 
Tips.. Give 
Or Take, 
ond the 
secret of ihe 
universe. 




GAMES LIST ' 

Need to find o game in a hurry? 
Every single one i^ listed here m 
our ZERO quick reference guide. 

i REVIEWS 

1 1 Alex K idd V r g r Mg &r&rfron ic 

83 Ratmofi: The A^ovte OcE^n 

84 Day Of The Pharooh Roinbow Ar^s 
a/ Domes Of Sha River SoNwor^ 
79 Fixture Waj-^ Pa Idee 
8? Hammer Of GrEnnmold River ^oh^otT 
62 Interphase I'^Qotwcrka 
81 Knight for< ft Tiivs 
53 Las«r Squad B dcE 
24 Ml Tank Plaloon MicrDprc&e 
i1 iMamac MgnsJon Lucag^ilm 
87 Mutant River SoFfwci re 
66 North And Sotrth In^ogrgm&s 
26 Power Drift Activi 5 Ian 

105 Ru^h n Attd<k Korkomi 
84 Scop^ghost .^vel 9 
S6 Stprfnlord Hewson 
36 Stunf CgrRacftr Micr&Style 
1 8 The Utitouchoblfts O^eon 
56 Xenophofae iV,.c'o5tyle 
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15 Aqua na ut A<i d ic tive Gam &s 
13 Blade Warrior ImQg&workg 
1 5 Ghos tb u ste rs 1 1 Activi sion 
48 Ghpuls 'N^ Ghosts US GgW 
13 Grovity iffiQge-wcr^L 

12 Hard t>rivin' DorviQrk 
1 5 Mid wl n ler Ra i n bi rd 

13 WlindroU rhalamL?& 
15 The Final Bcittb Imageworb 

14 The Lost Parrof Orean 

14 Theme Park Myst*r^ image works 

14 The Search For Sharla 7hdamu5 
13 Turbo Outrun US Gold 

15 Wild Streeti ' rus 

1 3 Wolf pack FS5 

14 X 'Out Ro-r^bow Arts 
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MISSION POSSIBLE 




Zi — ewcomer 

I M i ss i on S ft wa re (Ir om 
Zummerzet in deepest 
yokel land) i£ hoping to 
make an impression at 
the Shopper Show with 
the launch of a futuristic 
3-D space sim called 
DominiQf^, which lis a sort of 
cross between EfiW and 
Stargh'derZ, So what?... we 
hear you cry. Weil, it's got a 
multi-player mode where 
you'll be able to link eight 
(yes EIGHITI) STs, Amigas or 
PCs together - that's ^^NhaX- 

Daminfon is set in the 
year 2100. The multi- 




nationals have taken over the 
world and now they're 
starting to carve up the 
universe. Players can own a 



MIRROR'S THREE-QUEL 



I 



VIRGIN'S 
VIZ BIZ 



Full markstoVirgin -^ 

Mast^rlronic for prod Licmg the 
most St reet - Cf ed h a rd wa re ad 

ever. Its current stonker 
advertisement inVIZforthe 

Sega Console has hAfO 

h ou se wi V e s witters ng on . One 

says to the ether: *'iWy Billy's is 

1'2*' long, black and hard, and 

great tun to play with in th^ 

bedroo m ...■■■ T he other re pi *es: 

" S o's my Jo hn ny 's Seg a 

Consolen but he doesn't 

scream when ( plug it into the 

wall socket! I * Oo-er! Virgin is 

hoping to release its game of 

the cu It m a g ea riy n ext yea r . 





space station^ cargo shuttle 
and battle {^iruisers. Available 
now on ST and Amiga. PC 
version coming soon. 



sOi! 

predicted 
last 

month - 
Mirrorsoft 
has 

bagged the licence 
for B^ck To The 
Future tL It's also 
obtained the 
European licence for 
Riders Of Rohan, a 
Spring release based 
on those long-haired 
horse lovers from 
Lord Of The Rings. 
This one's a bit of an 
international 
product, it's being 
designed by an 
Australian company 
and programmed by 
Americans, no sign 
of any Icelandic 
involvement though. 



^IGHT UP YOUR AILY 



Fanqf clapping youc mince pies ^n 
B rDbolic SsntSp a baby eFaphant, 
sli It- walkers and a strongman all 
un^der une roof? Well read an... 

Xoslhes^ wairdos plu^ loads, 
loads more will ie jusi s«me of 
the atlractions at a giani new pro- 
Christmas event at landan'^ 
Alexandra Palace - ifi^ Campirtef 
Shopper Show '89. The rail be 250 
stands at "Eilir Pel]^" frsm 
November 24-2fi and a nurfiber of 
n«w games launches. 
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GARY'S BRACING HIMSELF 



■3l-ioJ=^J^.M?-J 
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i^W^.. 



•This voti^er i& wbrtli 60p pet person oH 
the pricfii of aclmis$ion to 9\^ Cor^putef 
Shopper Show 1989. II is, allBmalively, 
:^rtti £4 oH a r^rnily lickel 



Only ons discaurf par pftiSoA h afo^aMe 
PhoLooopw* are nsH v^ -'■_{ :■ ■ ; ; ■ ;^fj 



Alexandra Palace, Wood Green^ London N22 

lOam-S^m Friday. I^av ember 24m IDam 6pm Saturday. November ?Slh 

10am -4pm Sunday. Natfember zeih 



Organisen Oalabs^a Exhibitions 
are hillirFg Iti^e show as (quota) 
"the wdH d's largest p re-ChriStmas 1 
shopping spree". It def mitely 
sounds li ke tt& p I ace lc §0 for 
diKcounted snllwarg stocking 
fillers, Apparantty discounts could 
lalAl close on a million sov^. guv. 
Biggies like Amslr^d will be 
Ihere {I et's fat e it - it ca n'1 afford ' 
nol tOr after its latesl pr^its) along 
with Silica Shop and Evesham 
Micros plus soft-wara companies 
like Mindscape 
and Tynesofi. Just 
40 show ZERO* 
got your b«SJ| 
jniaresis (and 
wairetsi at heart | 
howzabnul savinf i 
yourscli Wp of the | 
E4 admission or a 1 
^onkinp £4 off a 
E14familyticlcet m 
with this wouchai* J 



Ocean's Software 
Development 
Manager, genial 
(Phewf Couid have 
been 3 n^sty typing error 
f^ere, Ed.) Gary Bracey is 
still reeling at tlie news of the 
delay in his much awaited 
screen debut. 'Co^ the 
release of the horror n^ovie 
Night Breed has been 



postponed until ne^t Easter. 
As Ocean has the licence to 
the chillefr we rang the 
company to get Gary's 
reaction, hoping he'd say he 
was gutted - unfortunately 
he didn't! Night Breed has 
got 20 monsterSn which is the 
largest assortment ever on 
acre en since On The Buses - 
The Movie. 



OFF 




Jh. 




■ ■ aving 
^^^^H conquered the 
^P^H itioQn, as well 

■ ■ as ZEROES first 
M W cover, Tintin 
wiJI soon be faced with 
more perils. French 
&moothy Infogrames is 
planning to release two 
new advg-ntures featuring 
the boy with the siliy hair ancf 
^vensiilier plus-fours next 
year. The titles lined up for 
conversion are Red 



and The S&cr<jt Of The 

Unicom. 



Those of you still 
grappling to cloek up 
your first 10,000 
points in Tintin Bur La 
Lune (Ef.,. 'On The 
Moon^to you) might 
be interested to note 
that the record at the 
infogrames HQ is p 
whopping 280.000 mind 
yoUn that was by one of 
the garfons who 
programmed it. 



GRAND SLAMMERS 



Grandslam gg into the new 

YBBT firing from the hip with 

two major licensing deals for 

Sega shoot 'em ups. After 

Space Harrier comes... 

SpscB Harrier il. 

The game is an advance on 

the orrginal, except perhaps in 

the title department. For the 

unj nitrated, and fans of our 

own BFnky eerkmann, it 

should be pointed out that the 

game has nothing to do with 

the RAF's famous VTOL 

aircraft, but Is the name oi a 

hero in The Fantasy Worf^ 

who treats his enemies to 

blasts of music packed 

violence. 




KRISIS - WOT KRISIS? 



At the time ZERO went to 

press there were more 

rumours surroundmg the 

long-awaited (si'tght under 

mtementi Ed J Konix 

Multi-System than 

about Kylie still 

'teeing' Ja^e. 
However 

desprte 

reports of 

buy-outs, 

&hare bids 

and even the 

ditching of 

the whoJe 

product 

■ [confident' 

Konix i& still 

predicting its 

'korking\er, 
console WIN hit the 
shops before 
Christmas. The 
price will be around 
f:223.. Initially 
supplies will be 
limited so if you 
happen to have a 
couple of hundred 
sovs in your back 
pocket when you spot 
one- then snap it up. 

The even more long 
awaited chair is expected in 
the first quarter of ne^t year 
for about £250. The 
^ombir^ed package of the 



chair and console is 

supposed to selJ for less than 

£500, which probably me^ns 

£499.99. 

As for all those 
rumourSr wefl 
Konix PR man 
Michaef Baxter 
says he's heard 
the rumoLirSr 




but [not surprisingly} hasn't 

the faintest idea if they're true, 

adding that the chair 

was never supposed 

to have come out at 

the same tfme as 

the con so I e„ 

Umm... {See 'Konix 

Ki iff hanger' in 

ConsQie 

Actionl 
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Let^? Start Uiis 

rnqnth with a 

little bil 

oftotallv idle 

ycssip lalact 

its nal so 

much idle 

gc^ssip as a 

pat^mial scandal 

- so f ust to cever 

eurseiveswed better 

slarl by ^yitig we were leW by a bleke 

in a pub". 

Here goes Wfi were li^ld by p bloke 
in a pub that Martin tht>\h (Pfl suprema 
al Microp rose! was caugN in bed wiih 
cigqny aunt Claire Rayner ANO Sue 
Pollard lof HiD^ Hi fame) He was 
I wea riirg a I aten Superma n costume. 
Company boss M^ior Bill fSrealey) was 
epparentlv not amused, and Martin was 
told, in na uncertain iqrms. natio d4j it 
again' We phopied Su Pollard io check 
ihe ayi*ieiititilY ohlie allegations, hut 
sht wasn't in. Sus in^wtrphone 
message simpiftD^d us she s playing 
Dick Wiiitlinglon at WimbNcfon Theatre 
Ibis Christmas or sometiiifig! 

Aetivision is coniinumt its 
involvement in the lucrative world of 
arcade con vers mrrs by JauncJiirrg llinee 
hi gg les i n tb e N e w Vea r. Us wb oppa Icir 
19^ wili be a conversion of Drdgctt 
Breed -the mega successlul coin^-op 
bv the same people who did RType 
lt"sal?o reieasing anolhftr IREM 
conversion, Ninis Spirt w& well as 
Atomic ^ot&Hid iater this month. 
H you thought the Greens were 
narl^ed about 1ti e way we treat the 
enviranment [ysl wairt until you meet 
Mentor neM year, in Intercepiors new 
game DominhniEr^ doB^n't thai msk^ 
two fifinef €9thd Dom I'll ion - sffs 
Mfssiofi P&isitfe. BdJ Mentor 
destroyed the d in osaurs in order to g iv^ 
manimars a chance Now he's returned 
to Earth and doesn t ihink we re doing 
too hot a job erther Belore he decides 
wheiber to make human-s eKiinclH one 
represe ntdtivt of the species must 
undergo a rigorous pbysical. mental and 
morat test and for sonie reason you've 
been chosen. Ah weFI dci your best... 

About 11 minutes B Iter the ^ame hii 
the arcades, Oomark announced that it 
will be converting Escape from The 
PiBnet Of Tfie Roiiot Monsters, Jake end 
Duke are the men wilb the square jaws 
and ultra-brite smiJes who II star in this 
world of tomfcs. sci-ti ^and rather hm 
titles 

Cyberbsit has not g ot a I ong titl^ buc 
is another new game from Dom ark. Ms 
an American Fooihall simulation with a 
diHe Fence -the 'ball" consists of ^0 
pounds di sieel and explosives. The 
piayers are not your usual college 
beeicBkes either - they re 20 foot tall, 
e ighi fee I w i de cybernetic robols. If 
nothing else, this proves you don't need 
braifis to play America s natiooai game. 

Our mole in fetibury lelts us thai 
Micro prose is aboul to drop some labels 
from its stafaFe. but it's nol saying which 
-although they admit a decision has 
been made. The clever money is riding 
on PVIicro Status a nd Mic roStyle but the 
hooks a^re still open Other lafreis are 
siilf active ancf new contracis are m tl*te 
offing but Mrcroprose isnt giving 
anything away |)icept Microstalus arhd 
Mi^ro Style perhaps? 
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3I> DRIVING GAME YET! 

Take the wheel of your turbo- 
charged Porsche as you and your 
partner go in pursuit of dangerous 
criminais all driving an evil array of 
souped -up roadsters. 




Need to catch up in a hurry? Well, 
just one press of your Turbo _ 
Button will leave your 
eyes in the back 
of your head I 




J U 



THE CITY STREETS 



along the roughest of dirt tracks and 
through busy tunnels - if you can hold 
the line! The low life can 
run, but they can't hide „ . 



'V 



£9.99 £9.99 £19.99 £24.99 
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.JL. IHDY ORAPHIC 
M ADVEHTURE/Lucosfilm. 

©STUNT CAR RACER 
MkraSry^e 

©FAST LANE 
Artronk 

OXiHON II 
Image works 

ALTERED BEAST 

Activision 

DYNAMITE DUX 

Activiiion 

O DAILY DOUBLE HORSE 
RACING/CDS 

O FALCON MISSION DISKS 
Spectrum Holobyte 

f^ OIL IMPERIUM 
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GRAVITY 

I mage works 

^^F If yOLf ^anna play G«d th&n you can 
^ get m some pra^Hce by playing 
Oravify. C^rB^dy oIlAni ttrm eating up all 
the sum and destroying snipr systems to 
pot. Instead of leaving a nice little pile of 





luncheon vouchers behmd, these 
ungrateful f.T. repecti ledv« y-Ou ^ith 
nothing but a block hole that v^ouldn't be 
fill«d by a mfllicin Mart Bon. To Rghr 
bock^ you have not only your own scout 
ship, but also o number of remorely 
prog ram med crafty posing scMtl^thing of a 
problem to Iho^e of u^ ^ho can 'I ev#n Hy 
one craft v^irhout crashing inJo every 
Atcatic it^m v/ithiti miles. The 6od bit 
comes in ^hen you attempt tp create ne*^ 
plonetry systems to replace those that the 
oiiens have gobbled! up. You can start 
creating on PC, ST and Amigo eorly In 
l^TO provided you've got £24.Wr 



DQmark 

hey hiven't invented » word to 
describe how good th& H^rd 
Drivin" c&m op ia. Pretty flippin' 
@pic is a start hut that's... three words. 

The problem with coin ops of course 
is that n&t a lot of people have got one 
in their own front room. So if yoMr 
accelerator foot starts a twitchin' at 
midnight you'll just have to sit v<>urs«lf 
down vyrith a cup of Horlicks and an old 
Carry On vidcnp and try to relax. Even 
when the arcade is open youVa not the 
onily person who knows how good this 
game is. It s not a lot of fun standing in 
a qyeue full of Chelsea fans who keep 
offering to rearrange your dentures if 
you dare ask them> for a go. 

Now you i;an relax 'cos DDmark has 
brought out a 1 6-bit conversion of Hard 
Drivirt^so you too can act like a Chelsea 
fart in the comfort of your own sitting 
room. We've been taking a c|uick 
butchers at It and we're well impressed. 

""^e grafklitcs are easily as good as 



those on the arcade version and the 
soundtrack - complete with tyre roar -^ 
has been swapped straight over. Vou 
can also appreciate the beautiful sound 
of a car plowing into a prize f res Ian! 

The conversion retains both the stunt 
track and the high speed! driving option, 
but best of all, Domark has managed to 
keep the ghostly 'Phantom Photon'. If 
you beat this spooky driver then your 
time and driving pattern get saved as 
the new Phantom, so you can end up 
racing against yourself. Well weird 

Obviously there's some loss of 'feel' 
since the arcade version leaves you a 
shudderm' m your seat as you grip the 
wheel with a life of its own. Then again 
yqu could always play the 16- bit on the 
toiiet, which would be almost the same. 
(H^oufcf If? £d.) You'll be able to take 
Hard Drmn* for a spin on PC for ti^M 
and on Amiga and ST for £1999 from 
December. Don't miss our Ward Drivif}* 
compo on page 41 ! 
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TURBO OUTRUN 

US Gold 

V GeX ready to ram your foot down on 
" the gas pedaS again 'cos Outrun is 
back -and this time it's turbo charged! 
Outrun Tufbo is faster and mor^ power- 
packed than the bfockbu sting original 
wW\Qh sold an amazing 7B0,000 and is 
still seliing. Orice again you're at the 
wheel of a devaslatmgly fast Ferrari FiO; 
but this time you're taking part in a four- 
stage race across America. 

Vgu'li be battling bump&r^to-bumper 
with Porsches, good guySr bad guySn 
police cars and, er, girlfriends. Whether 
it's night or day. snow or ice. city streets 
or mountain passes, this baby's hot and 
jjst raring to go on ST. Amiga and PC 
later this month. 





WOLFPACK 



P5S 

A Strap on your wooden leg, f&ed the 
^^ parrot and shout "Up Periscope" 
and aN that - PSS are about to release a 
naval simulation. l^o/fpac^ aims to 
recreate events in the North Atlantic 
during Autumn 1942. and combines 
both strategy and arcade features. 

Play GTS get to fight submarine battles 
or set up and carry out special missions. 
It starts all relaxed and tactical as you 
control entire fleets, then you have a 
qui-ck check oT the view from one ship 
and completely scare yourself sh.. 
(Snify. Ed.) The PC version is out at the 
end of this month, price £24.99 and 
there's talk of ST and Amiga versions 
bring released next year. 



GOLDRUNNER 3D 
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Microdeql 

N9 scenario w niwythfng 
with this Aitv, iuit a 
quick quote Ifqih the pre« 
release te wlief yaur 
appetite.., 'tlie aim was to 
create the mest reaiistic 
spac« game ever 
imngined. A f|am* whicit 
weuid do lor tlie computer 
industry what Sfw Won 
did for fHifi,,. poised ift 
hflce the software Irtdvvtry 
by itorm,' Modest 
Micrwieals-epic should be 
out very soon on ail 
formats and the cost of 
this possible piece of 
com piffling history will he 
romorkahiy iiiie £34.99, 
The graphics look 
startling. Well worth 
waiting fo#* 



MINDROLL 

Thdiamus 

► "You play an eyeball basically, and 
roll around a lot" was one descrip- 
tion of this EPVX conversion of Quest 
For Uitim&te Dexterity. It's actual ty your 
mind's eyeball and it's faced with a lot 
of speed tests, precision control and 
brain-bending (to say nothing of eye 
straining) puzzles over 10 levels. This 
one's set for a Christmas refease on ST, 
Amiga and PC but is best not played 




with a stomach full of pudding unless 
you, er... well, Tm sure you can 
imagine... Price Ct9.99 



^J^BATMAHt THE MOVil 

^% Ocean 
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SHADOW OF THE BEAST 

P»ygnosis 


o 


XENON II 

Image works 


o 


ALTERED BEAST 

Acti vision 


o 


BEACH VOLLEY 
Ocean 


o 


POPULOUS: PROMISED 

LANOS/Electronic Arts 


o 


APB 

Ten gen 


o 


TRIAD II 

Psygnosis 


o 


CENTREFOLD SQUARES 

COS 


<D 


PAPERBOY 

EJite 


BIADE 


WARRIOR 



lmage^vorks 

^^ Sl&d^ Warrior is a fontDsy game thol 
^ aw«5 quite a lot td the imagimotion &§ 
Steven 5pi«lb«rg. Pa Had in \i a lucky 
(bap. Me^i a virtuous knight with □ trusty 
braodsvi^Qrd whkh he's going to need ro 
overcame the Murk - a greoi evil that h 
dominoting rhe worlds In ord«r to defeat 




him the Palladin ne«d« n legendary 
$word which \i gucirded by - yss y«u'v« 
guesiad It- a wSxnrd. 

Of course t^hfr wizord iin-^l going to just 
hand this sword ov^r far free. He wants 
something In exchqngei Wizards are like 
TfiatH greedy OS helL Our poor hero has to 
collect o stone fcibl^r^ fragments of which 
are h»ld by load$ of other wlxards^ There 
are some pretty hc^t-shat graphics in this 
one vvbich should be out by l>e<ember, 
price £54.99 on oil formats. 
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.^LrlNDY GRAPHIC 
7^ ADVENTURE/Lucasfilm 

©KING'S QUEST TRIPLE 
PACK/Sieira On Line 

BEYOND THE BLACK 

HOLE/Mindscape 

OCHESSMASTER 21 00 
CP Software 

WATERLOO 

PSS 

OUTRUN 

Kixx 



A THE DUEL 



(TEST DRIVE ll)/Acco1ade 



fk LICENCE TO KILL 

o 



Dam ark 

LIFE AND DEATH 

Mind scape 

©POLICE QUEST II 
Sierra On Line 




X-OUT 

Roinbov^ Arts 

If you fancy yourself os o bit of a 
marme boy then X-Ouf could be 
right up your coral reeL It's billed 
□ & ihe u I hi mate under&ea action 
game and sees you battling against 
aliens from Alpha Cento uri who are 
threatening the freedom of the 
earth. The little green men havm 
built their station^ underHArater and 
are launching their attacks from 
there. You ^ re piloting the ultimate 
sub mo fine ogoinst these slippery 
devils in Project Deep Star. There 




ijilll 



ore eight glugging levefs, 4D 
different aliens and you con even 
buy and sell extra weapons. Slip on 
your wet -suit ^cos you 11 hove to 
tread water until close on Christmas 
for this one. Il1l be available on ST 
and Amiga and will cost £19-99* 



THE LOST PATROI 

Oceon 

f Voy've seen Ptatoon, The Oeer 
Hunter and H^mb^Mrger Hili^ well 
now ^ou can play {or is it. endure? I 
the horror:^ of 'Nam in Ocean's 
newie. The Lost Patrol You're the 
leader of «even weary GIs who've 
been stranded after a chopper crash 
with little or no hope of getting back 
to your lines. You've got to trek 
through paddy fields and jungles^ 
keep your ragged platoon's morale 
up and avoid Vfet Cong raids and 
booby traps. Sounds pretty trau- 
matic, but let us assure you - the 
graphics are out of thiis wOrldf Should 
be available on ST for £13.93 and 
Amiga for £24.99, later this month. 




-<i^^ 






SEARCH FOR SHARLA 

Thalamus 

If you can imagine a combination of 
^ Dungeon MA:&ter and Lords Of 
Midnight xhen you're a little way 
towards getting an idea of tflis 
newcomer from Thslmus- K'* so new 
that it's not even finished yfit. but it 
already contains 512 interactive 
characters on each of the 12 moon^ yoy 
trek across, on your search for Sharla. 
Action takes place above and below 
ground and characters come and go as 
suns rise and set Thalamus promises 
walks through landscapes and 
elements of strategy in this graphic 
que^ wtiich could last for years- Should 
be out on t lie ST in the new year. 



THEME PARK MYSTERY 

Imageworks 

Well lucky old you. you've fust 
inherited the Magic Canyon 



goes there anymore. Well, they 
wouldn't would tliev? Not while 
there's a mysterious thingy lurking, 
ft sent gramps mad {which probably 
explains why he gave it to you) and 
it's going to make you bankrupt \f 
you don't do something about it - 
quick. ThemB Park M^^fery contains 
superb graphics and a mystery that 
takes all your skill to survive^ let 
alone solve. Out early next year on 
all formats for £24.99. 
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GHOSTBUSTERS II 




ith th» licence to a film a£ mega ins Gho^fbusfws 
' a, Activi»ion could hove produced o prelfr 
overage game ond left it ot that. The dosh would hove 
rolled inn. but Joe Consumer (i think he rrreorrj i/s. fdf.J 
would hove been disoppoinfed. Thonkfylly thb isfi^t 
fhe case here. You can lei I the progromniers hove 
worked closely with the script 'cos they've prcKJuced o 
game which really lives up to its pedigree. 

The three oreode levels ore eoch based on a scene 



fnom the movie and look really greot. You can avoid 
spooky slimers ond gremlins as you're wint^hed 
down a New York City sewer, protect the omazing 
walking Statue of liberty in on arcade $hoot 'em up 
(we're not kiddingl) and finally ploy oil the 'busters 
when you pit your wits ogainst the evil Vigo. 
Clio^rtiusfers II wll be out wrth the movie in eorly 
December ond you can be slimed on ST for £19.99 
and Amiga for £34.99, 




Image^^orks 

If you survived The 
Legend of the Sword then 
strgp on your armour and get 
ready to fight again. It's the 
last battle and things have 
already got off to a bad start. 
The evil wizard Suzar has 
escaped. Well what do you 
fi:<pect if you imprison him in 
A tear?} Meanwhile the hero is 
imprisoned in an underground 
cell (no tear nonsense for him^ 
9ind he should count himself 
lucky, two of his party are in a 
torture chamber and the 
others are dead. Not only have 
you got to retrieve the sword 
and shield you've also- got to 
fay your hot sweaty pafcms on 
sIh crystals to give you ulti- 
mate power. As if that wasn't 
enough the flaming weather 
keeps changing as wi>ll. The 
Final Bsttle is out next month 
on ST, Amiga and PC early 
next year, price C24.99. 



WIID STREETS 

Tihjs 

mm Fancy pitting your wtls 
^ og^inst the might of th« 
Mafia? Erm^ w«ll maybe in 
a computer game« Titus' 
Jatest Will give you the 
chance to do just that. The 
plot goes like this. The 
local PoHce Chief has been 
kidnapped by the Mob 
aftvr he (unwisely) tried to 
stamp ^em out^ Your tofk 
is simple - just re&cue the 
Chief « Your only ally is a 
black panther who sticks 
to you like gum to your 
shoe» There ore great big 
sprites, tasty animation 
and 30 levels ol action- 
pocked gam ep lay. Wild 
Sfreers should be out in 
time for Santo on ST^ 
Amigo and PC for £24.94. 





Roinbird 

Eeen th^ bteeeek meeed- 

wneentvfrrrrr, frosleee 
weeonds mayyyy muoooan... 
remember the Chrissy carol"? 
Well doiVt worry, this isn't the 
garr»e of the Chrissy ditty. fMo, 
yet again, you have been 
yiven the job of saving the 
civilised world. Except in this 
case it's not very civilised, 
"cos it's set quite a few years 
after the Huskier and Yanks 
disposed of their nuclear 
weapons on each other's soil, 
and the nuclear winter has set 
in, in a big way. Anyway, in 
order to save the rather cold 
uncivilised territories you vyill 
find yourself hang-gliding, 
skiing, riding table cars and 
driving ski buggfes. Twenty- 
five sovs will secure your 
winter wonderland fun. and 
it'll be cold enough for release 
this month on all fgrmats. 



AQUANAUT 

Addictive Games 

^^r Al las^^ a gome for 
^ dripsl We 11^ not quile, 
but it do«s involve pro- 
found amounts of wafer^ 
Oceans full^ in fad. For in 
Aquanaut you have been 
given the ta^k of destroy- 
ing the Ramani^hi Flog- 
shtp, which is somewhere 
around the bottom of the 
Atlantic. Amongi^t the 
hazards you are going to 
come up agoinst in fhe 
huge arcade adventure are 
sharks, mon^ler^^ aliens j 
and the brilliantly ani- 
mated Rockodiles. Out 
very soon^ for a price not 
unlike twenty five quid« 
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] STUNT CAR RACER 

Ihe tracks are superbly designed starting witti a 
. fairly s Ira ight forward but lumpy oval and progres- 
sing to such dellglits complete with massive (& I 
mean MASSIVE) jump fif rolter coaster track which 
has enough hills to turn the stomach of the hardest 
drivers/ - C & VG 

"Quite simply Stunt Car is the best racing game yet 
seen on a home computer - check it out. " - C &f VQ 
''Stunt Car is utterly brilliant and offers adrenaline 
pumping gut wrenching high speed action that will 
keep you engrossed for months — C & VQ 
An action packed game that had us on the edge of 
our seats/' -TQM 

Rvr 

The motor bikesimulator of the Honda 750 RVr. Race 

on Clubman and world famous tracks. 

"A near perfect blend of simulation 6f action" — ACE 

^'Amazing graphics" - CU 

'if this, as MicroFrose maintain is the shape of the 

Amiga games to come then everybody should buy an 

Amig3 now" — CU 
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Uni/ there was a bit of a 
'cock-up' last ish, as you 
probably noticed* We thought 
v^e'd expfaln the scoring 
system by bunging each of the 
'sub- headings' onto a nifty 
yellov^ strap: ^'That'K make them stand out/' we 
thought. But disaster struck: somewhere along the 
line^ oil the blinking letters fell off the yellow bits. 
5o here's o repeat performance 
(with oti of the letters in place). 

Every month the b&st Qsm-es w'\\\ have a fuli 

three or four pages devoted tn Them. These 
meaty Blft IliVliWS will hove a basic run 

through uf [he scenario and game genre, fol- 
lowed by detai led reviews of all the different 

formats the gamp is currently available on. 

D&tted about will he boxes containing some 

rather important 
rnfo - so rc?ad on. 

TMI VERDICT box is pretty straight- 
iFnrwfird, with marks (out of 100) awarded for 
Graphics, Sound, Addictivfhne^ss and 
Execution. The first threes arc self- 
explanatory, but here's what Execution 

mean?. If programmers have used tried and tested routines ('3-D 

g£rqir for instance) yvhich look a trifle 'aid hat'^ and 

aren't really pushing the machine or trying to cover 

n^wgroundplhey ^on't get top marks here. And if they 

have done soniething different and brilL they will. 

Logical, non? There's also a brief summary next to the 

Final Score - useful for hoth lazy people and dyslqxics 

{it'll save them a considerable amount of tim^s). The 
HASSU-FACICIR ^corc ^ which 
IS marked out of 10 - is tied in with 
the Execution factor. Is there a lot 
of disk accessing? Is it really necessary? For 
instance, a game that loads in a big title screen 
[however 'fabby'f between each 'go' can be 
incredibly annoying, when all you vvant to do is get 
stuck back in. As for the WHAT'S WHAT box. this 

simply gives you the details surrounding a game's^ erm. release. 

Ard what's the highest accolade any game can get? 

Only the ZIRO HIRO - the ultimate award which is 

given to games that the 'ace' ZERO revi^ew team 

considers particularly outstanding, To qualify for a 

ZERO Hero the game must get an overall score of at 

least 90. And games, that don't get the multi-page 

treatment will stili get coverage on every available 

format - in the form of ZERO SHORTS. AM the games 

here will sliN be reviewed In depth - just using less ink! dIjA VU ig 

tlie -space reserved for new formats pf games that have already betn 

seen on other machines. We'll review the updated format and include 
an issue .reference so yoLi can check out what we 
had to say about the initial versions when they first 
came out. Finally, there's THI PlICI IS ItlGHT. 
These are the budget reviews - shorter and 
sweeter to digest and kinder on the pocket (and the 
Scandinavian pine forests). These only get an 
overall score 'cos, erm... they're cheap. 
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CRITICS' CORNER 



'|«y«llck pmm' flxacHy what he (or sh«^ In 
Jiicki«^s MMl thought «f fh« rum uld ^c|i«rt' 



olf? What's that got to 
hing? Erm, gdf golf golf 
go IT goiT. u'm, I don't know - yQu'v^ 
caugfit me off guard. Um. ytfePln the 
ball$ ^re $ b-it small aren^tthey? J 
mean, coogidering rhe dis^tsn^ce they 
h^vg to travel you'd have thought 
football £i£& would be more 
appropriate ^they'd ha^i to miike the 
club£ anei holes bigger as well though]. 
Sorry, that's alt I know about it. 



Mo«P«ntild; 



Hmnnm. 
»it scruffy to 
if be a 

uniform of some description m-ight ba 
in order- um... hats! Thaf& it. golfers 
all ought to we^ir a hat - the same lyi&e 
of hat,, but each one ir^ ^ different col ouf 
so you can tell who's who 'al a glance' 
(even from a di&tancek And the best 
player of the season could have a 
special 'silver' one. 

Now you Ve tal ki ng . k^^^^B&y rite 
spon. golf. Walking around a giant field 
with a 5-3wn-ofl shotgun looking for the 
little white balls and blowing them into 
tiny fragments.! then loc^^ting any "holes' 
and bunging them up with concrete and 
broken glass. That's my idea of a really 
brilliant day out in the eountfy. i Um^ i 
7k tie's a trim eanfu$0d ^bout the 



be? Hfl iufit sort of 
se getting birdie 
after birdie after birdie. Sevvy 
BalPasl9roSr On the other hand, is a bit 
of B 'strop merchani'. Me sinks his potts 
with as much verve and authority as 
Woosnam, but tends 10 swear under his 
breath while he's doiog it- which might 
easily upset any particul^Hy sensitive 
lip-reading viewers. 

I hsi^e a slightly different 
he game from ihat of the 
''professionals' -it's called 'hit and 
seek'. I p[&ce the ball on ihe lee, pick up 
my trusiy one-iron ard thwack! Then I 
Spend two or three hours on my hands 
and kneefi scrabbling around m the 
woods trying to find the hloddyihings 
again. It's gr&M fun! Especially whan 
the bail and the club end up in the 
_r_«_.._ ^j^ gcjfse bush„ 

tm another person 

who rather enjoys the 'hit and seek' 
^Ct of amateur golf ias you might 
ct from someone who writes the 
} adventure pages ^. Actual I Vr while 
ching for my ball rhe other day I 
,; chanoed upon a small goblin nestling in 
"^ a rabbit hole. "Do you have any rice, oh 
beardsd one?"^ he asiked me, holding 
"hree shiny silver groats... iOh rto, 

ill? Oh g.oo(3. I 

ere going to make all 
about me being short, like 
they a [ways do in Your Stncisir 
*^^aily, I think golf is quite hard for 
one of my size - nobody make.'? 
lubs the hght length. I always have 
J Id the metal shaft, and end up 
-oking myself in the eyes w^th the 

iharrdle. It'd be more fair you were 

,.ed to stand on a stool. ' 




^1^^ -^H^ Prohibition Chicago 
■Ip ,,^L^H con't have been a 
w^ ^ ^ brilliani pbce to 
live occording to 
ihe The Untouch- 
«rfales movie p For o 
flart all the girlies 
viNsre shower capi with sequins on 
and did a stupid 'dance '^ called the 
Charleston^ ond who! was even 
worse - b<mze was banned I But 
this didn't slop some wily scomps 
from making their ov^n^ or even 
importing it illegally. And though 
the liquor mode a massive profit 
for the importer^ it v^as just as 
likely to toste like diesel oil and hit 
your stomach like o lethol dose of 
paint stripper « 

The govern ment set about 
capturing rascals like Al Capone^ 
who was a booze ImporTer and 
also pretty handy with o boseball 
bat. He made millions out of 
illegally selling alcohol^ but no one 
could pm a single trime on him« 
The odd carnation^ but not a single 
eensy weensy little crime. 

No one that is^ until Eliot Ness 
formed his band of 'Untouchobles' 
and eventually notled Capone for 
tox evasion, of oil tbings. 

Now Ocean has made a game 
of the movie so it's not suprising 
that The Untocjchab/es game con- 
centrates on this aspect. Six of the 
major scenes have been adapted 
and pock in olmost as many gut 
wrenchin' bullet blasting fromes os 
were in the whole movie. Lrght$.„ 
Cttmero... Action. ,« 

ZERO 



Level dn^ i§ an adaptdtion of the 
warehouse raid which occurs fairly early 

on im the film. Ness hasn't even 
recruited his 'Untouchables' so he's on 
his own for this one. It's quite a straight 
forward platform and ladders-type 
game, in which Ness must find and 
shoot 10 ledger-carrying bad guySr and 
collect the ledg&rs they drop. Th&se 
ledg(jrs contain vital information 
pertaining to Al Capone's joll^ littfe tax 
wheezes. But there's no tirne for Ness to 
mess aroynd reading them 'cos he's 
working agafnst a clock which can make 
the minutes bullel by. 

An arrow indicates where th^ ledger 
carrier is and this helps matters slightly, 
Pranging him is a different bottle of 
illicit gin altogether though, 'cos he 



keeps running ^way^ and leaping up 

and down tho packing crates in a bid to 
avoid capture, Ness isn't helped by the 
fact that Capone's mob have a liberal 
'bullet allowance'' in their wage, and ail 
seem more than happy to share it with 
him. Collecting violin cases dropped by 
wasted baddies though, helps Ness 
upgrade his weapons and provides him 
with enough energy and arnmunition to 
complete the level, 

A BRIDGE TOO FAR... 

Level Two finds Ness in the process of 
intercepting a cross border smuggling 
attempt, and being engaged in a gun 
battle with yet more of Capone's mob. 
To the yntraiined eye this level might 
look like an Oppo Wo/f rip-off, but crikey 




Can Na» fmk Ihfr ladf sr bsfftr* h« blttti Hia hiill«t7 



reviev*^ 



ikey 



If fhe poU fax worries you^ spare a thought 

for the people caught tox dodging in the 1930s. 

Tax inspectors then were mora likely to fill you ||| 

with lead than ask you nicely to band over the dosh. 

Sean Ketty promises to fill in his registration form 

just as soon os he^s finished playing Ocean's brill 

game The Untouchables, 





no! 'Cds here your gLin-sight is viewed 
liirougin a pair of binoculars at the 
bnttorn of the screen and the main aim 
of this section is not to puncture 
Capone"s cronies but to shoot 50 botties 
of booze within the time limit. Of 
course, Ca pone's lot get in the way. and 
in tlieir own inconsiderate style, keep 
BJiooting and chucking bottJes at you. 
Lu-ckily for you, every so often a first aid 
bOK pops up which will restore his 
energy [f he manages to shoot it. 

AiLEY MENTALLY 

By Levt^l Thrnc Ness has gaihered 
together the rest of 'ver lads' to reform 
hfs Untouchables tesm. But two of them 
are pinned down in some back alleys by 
Capone's men and need to be usesd in 
rotation to tak^ on the baddies. 

One of the characters m ust duck out 
from behind a walL fire two shots, and 
then duck back behind for cover to 
reload his gun. If one sprite gets hit 
several times, it's best to change 
character, allowing th^ first to rebuild 
his energy supplies. In each alley a 
number of enemies must be wiped 
within a set time to progress onto the 
ne>^t alley near the train station where 
Capone's accountant is about to escape. 
In the final eighth alley, Capone himself 
must be taiken on and beaten to 
progress ro the next levef. 

BOUNCING BABIES 

Vus indeed^ and they don't com^ 
any bouncier than this one. Let me 
e>(plain. This level fs based on the 
raNway station scene where Ness and 




Th4 bridge from l«v*l tw« an th« Amtgfi^ brought t9 you in grAH«vt 
crnfrmoKftraA««|io. Th«n tli«r0-i tho ST whrch Is. not half mw wJde or 
gl«r|i«ws urn fh« Atttlgs^ 



Stone have to take out billions of 
baddies whilst preventing a baby in its 
pram bouncing down the stairs to its 
death or getting shot on the way. 
Baddies must be shot of course, but 
innocent bystanders must be avoided,. 
as kiNing them vwill drain your energy. 
It's e view from above jobbie and no 
doybt some of you might be muttering 
CammarrcJo under your breath at the 
sight of this section. Wellr yes, but y^r 
intrepid Rambo type never had to do 
the baby sitting at the same time, d»d 
he? If you push the pram too hard or the 
baby gets shot^ then a brilliantly gross 
sequence fDllovvs when the baby, 
splattered with blood, comes bouncing 
out of the pram and skids straight 
across the floor. BleuchI 

'THE BRAIN ARRIVING ON 
PLATFORM FJVE.„' 

This IS what you might call a pico lev^F, 
It's a straightforward shot blaster - 
again taken from the film's train station 
sequence. Seen from a first person 
perspective. Stone has just one shot to 
'apprehend' ^ie kill) a baddie who's 
taken Capones accountant (you know. 



the one who's been trying to make his 
escape via the train station for the last 
two levels) hostage. Miss and the 
hostage buys it hit and there's baddie 
brains riM over the place^ 

THE NITTI GHJni 

Here's the last bit of mayhem - very 
similar to Level Three. This time Frank 
Nitti, Ca pone's main henchman^ is 
pursued across the rooftops by Mess, 
Each time Ness hits Nitti, he gets a little 
closer to him, and Nitti is forced closer 
to the edge of the building. Shoot Nitti 
six times and he plunges over the edge, 
to end up, as Ness puts it in the film 'in 
the car.' Ho ho ho... very droll. 
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The Untouchables 



£24.95 
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HASSLE 
FACTOR: 

U^ual loading 
b^tw-een levels, bul no 
pciuse for brealli is 
unwelcome in thb 
fr^netk game. 



Sean: Am I dreaming? J 

must be dreaming, it's 
just not possible. Surely 
no one couJd squeeze 
that much astounding 
playability and coding 
into a modest wee 
Amigs. Hang about, -ril 
pinch myself to cheek. 
YARRGH! By gonad - Tm not dreaming! 
Now readerSr sorry for all the drool- 
ing, but it's not often that you come 
across whai is probably going to be re- 
n^embered as the best, most original 
shoot 'em up ever on the Amiga. I can 
think of no other way of putting it - The 
UntouchaNes is absolutely stunning. 
Right nqw, s:alm down and when you're 
sitting comfortably I'll go through all the 
various aspects rationally to give you 
an idea why The Untoachabies is 
sooooo good. Right... 

Fii'stiy, ^f\d most importantly of all, 
there's the gameplay. Programmers 
Special FX have taken some fairly gld 
ideas for the various sections, thrown in 
some eompl^tefy original ideas of iheir 
own, and in every case come up with 
thoroughly absorbmg gameplay. Take 
the bridge section for 
exannple. Although it 
looks like Operstion 
Wo^l raither than 
shooting everything in 
sight continually, the 
player sp&nds more 
time rolling Ness 
around and avoiding 
being hit, whilst firing 
away in stacatto bursts 
to hit the bgttles and first aid kits. The 
third section - the alleyway - i$ 
definitely my personal favourite. Again, 
a kind of Pfohtbttton derivative as you 
guide the sights over the enemy before 
blasting them away, bul also enhanced 
to improve it. 

This time the enhancement is in the 
fact that you're working against the 
clock wi^th jusi two bullets to fire before 
being forced to duck behind the wall 
jfor reloading). This gives the game a 
real sense of urgency and momentum 
which reaNy had me grrpped, and the 
little sequence showing the detail as 
Ness reloads each tinne, perfectly 
corn pie Les this excellent section. 

And men there's the graphics. You 



will see from the accompanying 
screens hots just how excellent these 
are. Special FX have been working 
since the beginning of this year on The 
Untouchables and it certainly shows. 
Every section is finely detailed (just 
check out the detail of Ness and the 
pram from level four} and although it 
sounds pseud - I can only describe the 
backgrounds and sprites as 'elegant and 
exquisite' [Lordyl Ed.} 

Then, of course, you have to take 
into account the variety. Each of the 
sections stands up as a little game in ^ts 
own right (with the eKception of the 
pico level) the first being an excellent 
platformy ladders game, the third an 
outstanding Prci/ijbr.f/on variation, and 
so on. The game also brilliantly comple- 
ments the movie though that's really 
neither here nor therer but the fact is 
that the mood and atmosphere of the 
film are captured here as perfectly as 
any computer adaptation of a movfe is 
ever likely to do. 




It's difficult to explain why exactly 
The Untouchebfes improves on so 
many old game formulas in such 
dramatic style. Certainly screen shots 
don't do the playability justice. But 
without doubt. The Untouch^bies is the 
best game Ocean has ever produced, 
and the best game Special FX have ever 
programmed. 
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Exc^liftnt. IF an« gAme «viry 
Si)( mgrnhs were This ^m^. 
ihien WB should cDnsider 
ourselves lucky, luch^, lucky 




WHO'S WHO 
IN THE 
UNTOUCHABLES 





NEif . Tk* grsafvit 
Amarkan p»lic*mafi 
^f t(i«-m all - h« 
nicked Al Capon*, 
caplvrvd King K»ng 
laitil «Kpa««d Hi* 
Watvrgal* and Iran 
Canlrn y^Hntlnlf, 
li*f Am dying al 
ncuf a leprip-^^ In 
FuArtf^lralil thtmm 



PAALOME. ItM 

gT*at*it lriili» 
Amarican iinll«pmad 
poUceman *v«r. 
Appafftnily Ka ltif«d 
on a di*i of codftn^ 
and TlK«r iinHI hit 
protongod dooHi 
whifh |F«v'll con ■■« 
in IvIL gory dololl 
«t tH* ond vf Hf ■ 
ttl*vl«« 



hree Mildly 
interesting 
Untouchables Facts 



Ov«« II pints «f Sfiinibvry'i 
' Italtan Rfrtip« lomal* 

Ii0iihup WVF9 ii^efl in 
Ihc fainoui gofy Malan^/Saan 
C^itrtAry dpnth ^€vnm. 

, Appartntly th* «k-0O7 sp*nt 
I wwks cvllivalinf on 
aiftfiAiilic aci«nt t«r bli pari 
ai Malonv^ fhv ifrve^twlia Iriih cap 
— In th« *nd tl Muad«d just ltk» titi 
James Band and Indy Janai Snr (la 
brAAd U^Hi. 

A\ Capaii« waft caugfit anrf 
av«ntvally sent ta Dvvil'A 
Island whera h« spant th« 
rest ai hi* dpy* willi hl» motas itev« 
McQuaan and Ouitlii Hoftman^ iintll 
Hi«y^ ar^ avi<ipad« 
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All the gossip on all 
the major characters^ 
with er,,, some 
'elements' of truth* 



aH« tmn r*m*nibaf. 
Ha wat Ml* grvalvcl 

timtm tiiliit l»4t*r. 
Inip faadlniji tax 
^olci Im ti klg wvy, 
h* di*d 
mihponatr* and 
b*qu«f#iad hid *nMr* 
lili^nry la ih* 



If ONI. f h« gr*al*il 

ilm*p]iriTn-ltallafl 
pttirr«m«n *v«P. H* 
jtat dut «Fi a qifvtr i« 
find M4iJ»n*^ Jbvt fie 
ona tAld him Hi« «ld 
bug gar hud ^««n 
d«4d far yaAva. H 
wa* Inlof fflUMd iti 
lb* CanfA «v*rf«iM 
br Candiru flih. 



I'M Mf Mirliig •!«•■ If paransld, bi^ 
Itaaplng an vfv vn f4i* tfttly^ 4vvs 
it*ivl a bit »v«r cavtlvus. 

Willlli Nikvi «M Cap^iw im Hi* final 
iiky, Ai f^v can se*, ^-■- - 





HASSLE 
FACTOR: 
A big zilch. No 

unnecesitiry dbk 
juggling, and what 
juggling there is 
more rhan worth it, 
A highly polished 
game in all respects » 



Jackie: You know 
how It is with 

film licences. Tlin 
software companies 
spend SD much 
moolah on ihe 
licencEs themselves, 
that when it comes to 
actually putting the 
game together, thf^re's just about 
enough monpy left over to pay a 
programmer to program it Thankfully 




are filled with relqadmg 
your gun or hunting for 
enemies lurking above, 
below or to the side of 
you. depe-nding which 
level you are playir^g. 

The graphics are out- 
standing in every respect 
- apart from the fact that 
the Ness sprite didn't 
look enough Mke gor- 
geous Kovin Costner 
(who played the treas- 
ury man in the movie and who cpuld 
check my taxable assets any day) in my 
humible opinion. But overall fhey were 
amazingly detailed and thoughtfully 
coloured and the sprites were really 
smoothly animated. One thing which I did 
find initially, was that the game was a bit 
tricky to get to grips with. But once I'd got 
the hang of it. it really opened up and I 
soon found myself dribbling uncontrolla- 
bly and giggling with glee as each hood 
got a terminal puncture. 

Ocean and Special FX have really 




Ne«» frios tb« aid 'iwnip ov«r tb« bvllvl frick' in ih* w«r«hov» sftqueiii«« 



though, this isn't the case with The 
Untouch^th^. Ocean has made a real 
effort to get this one right and so they 

should have done- 'cos They've had the 
Jicence for a year. SpeciaJ FX, the 
authors of such stonkers as Batman: 
Fhi? Cifped Crusader have done the 
coding and come up with the goods. 
The Untouchabie^ is^ quite simply, brill. 

Several game types have been 
adapted to make up six fevels to play 
through, but they all have enough new 
fdeas and elements thrown in to destroy 
any suspicions of stalcness. Each of the 
sectfons is perfectly self-contained but 
at the same time they work weN 
together and go to make a suprisiingly 
coherent whole. It's a brill adaptation of 
one of my favourite movies and just iike 
Ihe mavier there are moments of 
intense mayhem followed by quiet, 
tense lulls in the battling™ But there's no 
time for finger-drumming "cos the lulls 



done a fantastic fob and I reckon it'll be 
quite a while before we see a shoot 'em 
up and film tie- in a^ good as this one.. 
Better than a concrete overcoat! 
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ALEX KIDO - 
HIOH T^CH VtfOftLtJ 



THEeASEBALL 




G H O STBUSTERS 



VVONDERBOY 111 
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DI3TRII 



BUTEDBYVIRQIN M ASTEHTRON I C LIMITED. VERNON YARD, P>ORTOBELUO ROAP, LOISi DON Wl1 EDX. TELERMOnEi 01 -7S 7 Sd 



WIN! 

A demon 

Amstrad 

VCR 600 

video 

recorder anrf""* 

two movies to 

watcii on it 

(Jabberw0€ky 

and Time 

PLUS 

1 copies of 
Onsluvghf - 
Hewson's latest 
strategy game* 

PLUS ; 

A ball of 
Michael Paiin's 
belly button 
fluff! 




Cr^ck open the mead and say something medieval 
like ^A militon fhunders - ^tis a prize amang^f 
prizes^ 111 be bound^^ because guess vAiaiJ Thanks 
to l-lewson (who are celebrating the launch of 
Onstaught their rather super $lay ^em- up/ strategy 
game set in the Middle Ages} this is actually □ 'prize 
amangst prizes % for a start it^s really something 
rather modern. Something you couldn't use bock in 
the doys of oldni It's a device for viev^ing movies 
the comfort of your own home - a device which 
plugs into the bock of any television set - o device 
which sits on the carpet or on a shelf. Yes^ that's 
right - it's a video recorder! 



WHAT ELSE CAN 



1 



Hang on, hang on. You don't know about the vid^o yet. It's a 
spanking new Amstrad model with a 14-dgy tinner^ remote control 
and speed search and is worth IS gold ducats and a goat [Thefs 300 
quid in modem mon^y. Ec^. ) And you'll also get copies of Time 
Bandits an<i Jabberwocky, which are full of filthy peasants, Monty 
Python stars and, erm, dwarves. 

The 10 runngrs-up get copies of Hewson's gofy new game 
Orisfsught {so remember to state the type of computer you 
have on the coupon). 



WHAT ABOUT THE BELLY BUTTON FLUFF? 



This is a 'special' prize we're gomg to award to the person 

who makes the biggest hash of the competiti"on. You can 
only win it if you get all the answers wrong. Jabberwocky star 
Michael Pal in is, as you read this, cultivating a special crop of 
foul fluff in his navel - can you stand the suspense? 



RULES 



■Any employees of Dennis Ones hots or Hevvson caught entering thi$ 

compo will be boiled afive in a eauldrgo of festering cod. 

■No entries will be accepted after December 3lst. 
■The Editor'$ decision is final. 
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Name 








Address 








'Zip Code' 





Hclc rhe relevant box: 



Dl own an Amiga Dl own a PC Hi own an ST 
Cl own d hedgehog colled Maurice 




WHAT DO I DO? 



There are six codpiece questions - all you 
have to do is put a V^s' or a 'no' answer 
next to the relevant number on the 
coupon. Simple, eh? 



THE QUESTIONS 



I . A codpiece is an appendage like bag at 

the front of a man's breeches. 

4# A codpiece is a tropical paim-tree 

which bears coconuts. 

3. A codpiece is a chamber- pot. 

4- A codpiece is an air compressor, 

S* A codpiece composes music. 

6« A codpiece is what happens when a 

large edible sea fish foolishly swims into 

a passing ship's propeller. 

When vou^ve Vacksd your brains', 
just lill tn ttie answers on the coupon 
lor a photocopy) and send in tha 
result to Codpiece Capers Compoj 
ZERO, 14 Rathbone Place, London 
W1P 1DE. 
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PLATOON 



The Third World War.* Now the re '^s a scenario and ci half for 
you - and, os per usual^ Microprose seems to be ot the helm* 
And so does Duncan MacDonald, as he tries to get to grips 
with four Ml A1 Bottle Tanks.*, getting killed about three 
hundred times for his troubles. 




World War ThrK has 
braken out (again]^ and 
it's all Gpr1:>y's fcitilt (os 
usual}. There's a lot vf actian going 
on ot 'the battlefront^ and, 
ba^kollyi. you're in the thick of it* 
You're a tank commander you see^ 
and youVe In chorge of not [ust one 
ttink^ but four. [And a plethora of 
other vehicles cind oir craft too 
numerous to mention). 

To explain exactly whot yoLi con 
do in this simulation would be 
impossible given the space (the 
nKinual that accompanies the game 
is a blggy^ even by Micro pose 
Slpndords - it weighs about the 
same as a bog of sugar). But re^t 
assured that everything you'd need 
to do in a real battle situation, you 
CAN do here (opart from shooting 
yourself in the foot and 
seeing the fight Out 
from the safety ol a 
hospital bed^ 

surrounded 
by loads of 
sylph-like 
nurses)* 





WHAT'S WHAT 


TITIE 


Ml Tcink Plotoon 


PUBLISHER 


MicraprDse 


PRICE 


£39.95 


FORMAT 


PC 


RELEASED 


Out now 



Dune: Tankslll 

They're lilce cars 
really, aren'l they? 
They're just a bit 
bigger. And they're a 
bit heavier, with 
loads Qf grmDur- 
piating alf over the place. Andr urn, 
they've got lots of guns and things. And 
they haven't got tyres, either, they've 
got caterpillar tracks, Hmmm. On 
second thoughts tanks aren't very much 
|[k€ cers at allr afe they? {No. Ed} I'd 
better start again then. {Good ides, ftf.) 
Tanks!]! They're not like cars at all. 
And therefore a tank game isn't like a 
car game. All vt»Li have lo worry about 
in a car game is th-e accelerator^ the 
brake and the steering wh^el - and by 
juggling cor reel iy between these three 
things you can hopefully stay on 'the 
track'. In a tank game yau have a few 
more thinQS to occupy your mind. In 
fact you have about eight bill Eon more 
things to occupy it. 

THE TANK CREW 

Each tank is manned by four people: the 
Driver {who steers ilh the Gunner (who 
aims the cannon), the Loader {who has 
the boring job of sticking projectiles into 
the cannont and the Tank Commander 
(who's in charge of the whole shooting 
match*. You play ail of these chaps, 
meaning that in total you control the 
actions of 16 people. It's a nightmare 
the first time you play - but with time 
spent between the manual and the 
practice arear things eventually start to 
become second nature. 



THE PRACTICE AREA 

The praetiee area is based on the 
Marfenauer Gunnery Range in Germany 
(where tank drivers try different 
manoeuvres and fire live ammunition at 
realistic targets in an area of 60,000 
acres). You can choose to have either 
static or moving targets^ and the brilliant 
thing is that they don't fire back at you. 

Your tanks can be split up, moved 
apart from each other over as wide an 
area as necessary, and toggled between 
at wilL To begin with you can leave 
three of them on 'autopilot' and just 
control the team leader - the others will 
follow you around blindly (fools!). 

Switching to overhead map view, 
you can suss out the terrain (hills, rivers 
and roads) and find the location of the 
enemy posts. Then you decide on which 
tactics to adopt in order to get near 
enough to blow them into the middle of 
next week. The fact that they don't fire 
at you, may make this operation sound 
straightforward, but it isnX With flight 
sims you can orient yourself by gaining 
altitude and peering from your cockpit. 
Not so in Tank Platoon. Being stuck 
down on the ground is a different 
barrow of vegetables altogether - and 
getting your bearings means using the 
map properly; You can (using the 
movable cross hairs) denote specific 
coHjrdi nates for your tank (or tanks) to 
trundle to, leaving you time to summon 
up the host of sub-screens - such as the 
radio request screen where you can call 
for reconnaissance or air/ground 
support. In a way, the map screen is iike 
a strategy gan^e all by itself - the 




Ho huin. rm meant to plough 

ffirough the mfinvBl t« find aut 
whdt vehr<l& this H but I can't be 
bothtf^red, so I'll g!ue»» iiiMepd- 
Eriti, irs a Ford Orniiadti. Nape? 
EriH VduKhcill Cetvctller? (etc. etc.) 



wonderful thing being that as soon as 
the tactics have been worked out, you 
can actually piece yourself right in the 
thick of the action to make sure the 'fine 
tuning' is carried out to perfection. {Or 
in Duncan's case usefessiy. f dj 

GOING TO WAR 

Ahem,: this is where things start to get 
rather tricky - the training run is over. 
Having defined various parameters^ 
(strength and aptitude of the enemy, 
battle scenario etc.) you get briefed on 
the whereabouts of Johnny Ruskie's 
strongholds and are given orders to take 
out (or hold) certain positions. You're 
then plunged into total bloody warr 
Things fire at your so you can be killed. 

Spend a while on the map screen 
plotting your advance, end then plunge 
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4 IIhh I am. <il| a lent in II14 counfrvftide, ~ 



Alfly. ten arkd Hi* lad^ her*,^ 
'tthown up rfrM^^e sceuncfr•lt^. 
Oh 4mw, I fupp«» I'm iuit 9oin^ te hi?v« Iq 
iMAf nraufif) wofTin^ for ff^in oflam. — — 



r« are m^ 
on chapi. itlt trundle smwMund 
_ ._j« in leme jolly onrks {crndq IhI of Hfioul 
World W or lll'lyp^ iorrd^tf to o), Lotl o«« |ft 
"■"^ rttiing up i» o lilly 1 




one' I mill*, rtl juaT 
_.^ Willi ftJbert Iht gvnri«f. Oy. 
? Ift )r«up tyrfi 10 dfi soFnetNing - 
Kffl'f ifir bnllkoni pbn. (Whiipfrr wKiipep 
whlipir whiipvr). H*« bw hee. 



a pn. [>e It. Look. I'lri 
in charge fwre. oiid if I lell yOu t^j do someHhing 
Hiern you blinitiin^ wePF d^ il rvddy wall 
iKprpiifi, mm*f, Hm ho&n'l 9i>t ony ^vnt lo 
iNwf yo^^M, cinyw<,y. DO I 




m ■ ■ > 
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A WvHI dane 4ld man. See? It was 
3II, woi ir. Afiywny, ira my turin new - km 
.n^trtfiv gun tofitruli. Whoddyo meon. "fuj'^^ 
■ b MYTURNi. Hand over ill* coi^troli now.Th^t 
iiffin^ i'm not jaking. you know,... 



^ Rl^hH If 

I j-irt it up fF I do 

d vfr. don "I you? 



*m goinfio 
J m«Qn. I ton'! 
iich button fo 
yo4fVfr^p bloody 



try much \l d&rt t rhink], RJ9ht. 
going le destroy thoi houtt now - mm, 
hiiiS bu^on do I prpn tq mokt p bomb com? 
out oF Ihot long tul>t thingy on the frcmt? Tell 
me. WKnddya meon. ^t s o secrtr'7 TtLL MEMJ 




erk«rny in the di^h^nce, and if you don t ah**^ 
rtiem qukkly ^nenngh Hieyl^ ihppt u*. Jlhot 
nwont I'm going tn g^r fo tee ^Ki^K bulfofi yoM 
use onywi^y. Ho Ka hp! ^ 



HASSie FACTOR: 3 

Lots of disk swapping, but tfiat 
5«ms to be par lor the Cdurse 
wrrti Micniprose. More annoying 
IS the scenario and lingoism; 
good old Americo v. the Commie 
Bastards of Russia. It doesn'f 
worry me much, but some 
people Will be forced to pretend 
thai they're playing the Animal 
Liberation Front versus Conrad 
Furs (the Fur Coot People), Which 
mokes it even more fun... 



yourself inside the tank. All the gunners, 
when not directly under your control, 
will automaticaJly home in on the 
nearest ^nd most dangerous enemy - so 
you can give a ^fire at yvHI' order (press 
key 'F') and worry about driving th(? tank 
[or tanks) to the spot you reckon is best. 

There are hills m the game (thank 
God!), and it's a good idea to keep these 
between you and the enemy. A slow 
trundle across throe miieg of flat, open 
ground is nol a good idea. Keep a wide 
berth, and go for a hull-down position at 
tht top of a hill. This moans keeping 
most of the tank hidden behind the brow 
of the hill, with just the turret and the 
cannon sticking out over the top: it 
makes you hard to hit. Mind you, the 
enemy seems to engage in a lot of thrs 
hulhdown malgrkey as wejl^ so how on 
earth do you get behind them without 
getting shot to ribbons? Aha! Um - I 
don'[ know, actLjally. A long solo trek 
around the perimeter of the battiefield 
might work. Or maybe it's better to stay 
put and caJf for an air-strike over the 
radio. Oh dear, alJ this responsibilrty for 
one so inept. Oh no, another member of 
my platoon has just been blown to 
smithereens. Sorry chaps. 

THE 'UPSHOT' 

Ml Tank Pf^toon fs one of those 
sirnulations that Microprose seems to 
es<cel in producing. If & demanding, it's 
atmosphericr it's extremely addictive and 
astoundingly 'deep'. It also has a manual 
the size of Ayers Rock - whrch has to be 
read, sOh if youVe the kind of person who 
likes jumping strgfght into a game and 
working things out by trial and error, you 
might be in for a shock, f certainly was. 
Now. Where's the bloody manual gone? I 
need to read pages 66 to 19S again. 
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A Ne rw no no ni^lM^ymi tm'tt LMk, I 
<;ibs4lut»ly h^^ld its ..J ifcm lean - yov r^ juit 
gp^ng to hovf Iq go m rowr trvuieri or 

It^rfl? Oh. it'i P^Nf, Hftll^^iliiHn. 
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Ihis is 1 nil 'km dBpih ^m. Irs 
cQrhjnggaiHl lun-iDplav. bin 
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some of yoiJoH. 
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POWERDRIFT 

Sean Ketly may be to driving skills whcit Nigel Mansell is to method-acting 
byt thot didn't stop him taking Power Drift out for a test spin and livmg to 



telL the tale. 

Life is a little like playing Power 
Drift. You have your ups and 
. downs, your lefts and rights^ ^nfl 
somelimes you darn well dorVt know 
which way lo turn. Then, to top it all. 
there are those shocking moments 
when ydu hit a bump so hard you go 
flying up into the air and wish ydu'd put 
on your pair of brown trousers after all. 
As you probably know iunless you're 
as thick as Heinz Country Vegetable 



ally things move so fast that you can't 
tell the direction you have to head for 
next, which makes the gamp a little 
frustratinQi at times. 

All the OFiginal's different track 
surfaces §eem to be there and the 
varying effects they have on your 
vehicle at different points during the 
races hav/e been kept. There's also a 
huge variety of tracks, 25 in all, broken 
down into five sequences of five tracks. 







H^ld an ta your ^lomacK^.. iF$ la k 4^- off time again* 



Soup), Power Dnfr -the arcade game 
irivolved racing a buggy around 25 
incredibly bendy tracker whose height 
above sea level changed fromi second to 
second, and er... that was it. Apart from 
the massively undulating track, impres- 
sively fast graphics and mean^looking 
cabinet. Power Drift - the Act i vision 
ga^^ _ is pretty much the same. So, 
take away the cabinet and what are you 

left with? 

Well, a pretty 
darn root in' 
tootin' good 
racer - that's 
what. Progrann- 
mer ZZKJ, 
author of the 
brilliant Super 
H^ng On on 16 
bits has done an 
ama7ing iob 
capturing the graphics, speed and spirit 
of the arcade version. The hrst thing 
that strikes you is the sheer speed and 
smoothness of the billions of traekside 
objects scrolling towards you. Occasion 



HASSLE 
FACTOR: 
Each track loads 
m so ultra fast, 
that there's 
hardly any 
faffing about. 



The range of background scenery is 
also massive, from big cities at night- 
time to snowy Christmassy-style scenes 
- just right for this time of year. The im- 
pression of racing up and down the 
hills has also translated extremely well, 
and when cornering on gravel, you 
really do get the feeling that the car is 
slip siidin' away round the bend- 
Control is by joystick, keyboard or 



iff-- iH iccci.. 




AAARGH!!H Wher«'$ fihft roaiJ 
^aiifiU???] I kndw I ihaiiM have hit 



mouse and like Syper Hsng On, I found 
the mouse to be the most responsive 
method of controls although it did take 
some getting used to. Soundwisen 
there's an effective digitised "First lap... 
second lap.^." etc each time you cross 
the line for a new lap and some fab 
skiddy and crashing sounds throughout. 
Alas, they've also kept that really 
annoying ditty which play^ interminably. 
Hopefully, a button to turn this oFf ej<ists 



B. B ^ B. ^ 4 a 



M^ 



U 



PUk a driverjr mnf driver, f pe« *et af 
racin9 cirevitB with w^ry driver 

somewhere, but I didn't find it- 

Luckily though^ a lot of attention has 
been played to the little details. For 
examplejr you crash just before a steep 
bank., you find it difficult to get any 
speed up at first as you are attempting 
to restart on the bank. Similarily \f you 
are going under a bridge and any of the 
other buggies happen to be passing 
over it at the time, you see them zipping 
across the screen. Although this doesn't 
add to the gameplay. these sorts of little 
details can add a great deal to the 
appeal and staying power of a game. 
Possibly a good iob in this case, as I 
found it fairly easy to get through the 
first tract^s, and suspect that It won't take 
most gamesplayers thai long to finish 
The game. (You modest dog yoiL EdJ 

With the above tiny reservation taken 
into account, Power Drift h still an 
excellent con version. The graphics and 
spirit of the original have been captured 
well for the Amiga release, so you 
should definitely [ump in your buggy 
and head for the local software shop as 
fast as your little wheels will carry you. 
It's a stonker of a game. 
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GREAT GAMES NOW 
AVAILABLE ON 16 BIT 

CodeMasters has moved in to 16 Bit! 
Superb quality games especially designed for 16 Bit computers. 



I TREASURE ISLAND DIZZY 

"DIZZY arrives on 16 Bit. Incredible 

playability, graphics and music - extra 

rooms. New puzzles and characters - 

Brilliant!!" 

I ADVANCED RUGBY SIMULATOR 
The first real simulatign of the world- 
famous game - it's all there . , . 
conversions, touch backs, I me outs, 
drop kicks, real tackJing, scrum downs, 
throw-ins and all the rest! 



NITRO BOOST CHALLENGE 
Annazing playabilityf A brilliant 
simulation. Featuring fantastic desert 
car chases - power speed boat racing 
-frantic forest rallying and NITRO 
BOOST Grand Canyon jumping! 

PRO SKf SIMULATOR 
'A very sophrsticated simulation 
indeed - realistic ski jumps ^nci 
competitive two-player action - all 
enhanced with breathtaking graphics 
and excellent sampled sound effects." 



ATARI ST 
AMIGA 
IBM PC 
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wyou 



can buy high quality 
IG-Bit games for 
only £4J 
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Tim seal Offkiaily 
Guarmitees that 
CodeMasters has 

approved the qimtity 
of this ffrodiicl 



16-BIT 



THE ACnON STARTS H£RE' 



CodeMasters, PO Box 6. Southam 
Warwickshire CV33 OSH 
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Don't miss out on sn extra special slocking this Christmas when S^nta.mi^ 
be awarding the lucky wmners wfth: ^^ . ^^ 

5 FIRST PRIZES OF ^n u 

L 1 . 000 wo rth of soft wa re of you r c ho i ce ^ o r ^n Ami g a of ST p I u s C500 wfin all gs 
of software of your choice bain Ij 

10 SECOND PRIZES OF *" <>» 

jt wal 
£500 worth of ^oflware of v<^Lif choice 

20 THtRD PRIZES OF " °* 

£250 worth or software of your choice 

f 000 RUNNER UP PRIZES TOO! 

Any one of the six Virgin Games arcade classics mentioned earlier. 

MAKE SURE SANTA . 

VISITS YOU i 

TWICE THIS YEAR1 



•-^- 



HERE WE GO! 





W 1 IM 


•^ 


Virgin Games have decided to become a Santa and hand out £30.000 worth 


J' £30,00C^ 


of fabulous goodies. All you have to do^to ^ain from Sarila's generosity is 
lo buy any three of these games: 

SHIWOBI CONTINENTAL CIRCUS 
DOUBLE DRAGON II SILKWORM 


= WORTH 
^ OF 
***^^ PRIZES 


4 


GEMINI WING NINJA WARRIORS 


^''•' ^^ 






^*«V ^B»^ 
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Sirnpky collect three tokens • youil find one in each game - and send them 




to Virgin Games. The prizexd raw. will take place on 29th January 1990. 
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discover why! 
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DTI Santa vv 

tou're mas^shi, a tough rrinjg 
rrior on g mission to dearths 
Dfwn from rebel martral arts 
sC500 worl inarics. Explore the scrotling 
: rbsn landscape and beat llie 
I ell out of your opponents. 
;^t watch out for the 
md-o^JEvei guardians. 



earlier 




SILKWORM 

If s. not true! Even 

after months of 

neggtiatron with the 

R u sk i es a r>d despite 

a mas^ exodus out 

of Afghanistan, 

we're still under threat. There's no one left 

to pr^ss the Nuke button so the battJe has 

Switched to copters and plane. Non-stop 

shoot- 'em- up arcade action. 




coismNBsrrAL 

CIRCUS 

Compete in forniLjIa 
one races in Eienth 
Americar Francen 

Monaco. GermanVr 

Sp^tn and Japan, Race hard, but 

watch cut for other cars. 

Coltlding can be fataL And do 

visit the pits for fuel and 

repairs. 



GEMIINir WING 

The aliens have hgd enough. TheyVe nor 
going to take their brethren l>eing blasted 
on computer screen any nnoro. So theyVe 
come down in their hordes to blast 
the pitiful race of carbon based 
lifeformscalledhumans.C^n 
you stop them? Sonncbody 
has to do it. 




IMIPiJA 
WARRIORS 

Can you survive 

brutal enemy 

onslaught? Fight 

with hand, foot and 

dagger to rid the 

street of the $cum 

that dare infest your home lown, A 

classic arcade conversion. 



DOUBLE 
}RAGON II 

prKious two-player simultaneous 
fiaitial arts mayhem. Evil fiends have 
(plured your girlfriend - it's up to you 
W your brother to rescue her. Don't fail 
inowgh the town, countryside, mountains 
idfina I ly into the fai r . U se w h a le ve r wea pon & 
bucan rind to stay alive. 



ALL AVAILABLE Ohf 
AMIGA 
ATARI ST 
Ca4DISK 
C64 CASS 
SPECTRUM CASS 
SPECTRUM +3 DISK 
AMSTRAD CASS 
AMSTRAD DISK 




VIRGIN Games 

2-4 VERNON YARD 
119 PORTOBELLO ROAD 
LONDOfSf W?1 2DX 
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A joystick is a joystick 

is a joystick*.* right? 

Wrong! As anyone 

who's ever had a fir^ 

button go phutt at th^ 

crucial moment knows^ 

you're only as good as 

your leaf switches* But 

how to sort out the 

beasts from the best? 

There's only one way. 

To lock John Minson 

and ten ever so slightly 

phallic controllers in Cf 

room until just one 

emerges the winner. 
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^ SURESHOT 

m DESIGNER 

m ^ JOYSTICK 

H&re's one I built earlier... 

Most jovsticks end up as 
a pile of bits but this one starts that way, 
There's always something satisfying 
about a good screw. Itbought as I fixed 
the top of the casing to its base. Even 
(iiough it's easy-peasy to slip wires onto 
micro-swilches you're left with a certain 
sense of achievement. Thfs iisn't just any 
joystick - it's your joystick, lovingly 
crafted with your sweat, bfood, te^rs..^ 
As a proud parent you'll be happy to 
know if contains four micro-swFtches 
with a leaf switch for the single fire 
button and that the stick shaft seems 
fairly heavy duty. The grrp is a Jfttle 
sma^l for large paws but the button is 
sensibly placed for right or left banders. 
As to the general appearance though... 
b lech hi 1 1 iooks more like a nasty lee- 
lofly than a hi-tech alien zapperl 

♦ NAVIGATOR 
£14.99/Konix 
In keeping with its 
innovative approach to 
handjobSr Konix comes up 
with a a Star Trek view of 
2Sth century design (ie slightly sixties 
lopbng). StiJI, it nnakes sense. The 
wntoured handle sits snugly in either 
iiartd, leavfng your forefinger free to tap 
away on the front- mounted fire button. 
Abcjve decks it's rather less well 
thought out. How to put this pofitely... 
erm, the shaft is tiny., StJII, they do say 
it's not the size but what you do with it! 

Construction is as solid as you'd 
flxp&ct from KoniK, with a propor micro- 
swatch for the fire button. There's also 
an auto- fire feature. Despite its sinuous 
curves it looks decidedly butch, and 
kindly Konix has included a second 
connector so that if you have a 
Spectrum 42 or +3 and are feeling 
rriasochistic, you can still use the stfck. 

WIZMASTER 

This is the sort of thing 
that console players are 

supposed to love. A strange Irule box 
(containing two fire buttons and a control 
pad. Jf you've never tried using one I'd 
seriously suggest you do so before 
buying. Some people can never get to 
grips with the tiniest touch sending thejr 
5-paceshrft shooting off to the left, 

Thoughtfylly. QuickShot has 
irtcludad a coupig- of screw- in handles, 
There's a tiny, haJf inch knob resembling 
a pawn fronn a chess set and a slightly 




longer il") ribbed handle. The latter is 

surprisingly comfortable, but only if you 
use your left hand for steering (or don't 
mind working with crossed hands^.The 
WizMaster can be used as a table top 
model or m your palm. Construction 
seems sol^d enough but the cable's on 
the short side. The response of both the 
control pad and fire buttons is distinctly 
spongy - rather like an old Speccy's 
rubber keyboard. There's an autofir# 
switch and the second button is marked 
turbo for superfast firepower. Strangest 
of aN is the 'multi-system adapter with 
mode switch'. Sounds impressive, but 
it's just a small switched unit which lets 
you choose betvveen Atari, Commodore 
and Sega or Amstrad and MSX. Quite 
why it's detachable escapes me J 

^MACH 1 
^V £10.99/CbeetaK 

^_^^ Ljko Konix. Cheetah has been 
jn^^K making joysticks almost as 
^^^^^ long as there have been 
9/Kf ^' home computers. The Mach I 

m ■ .^ ^ standard, table-top 
device with fire buttons at every 
possfble point. There are a couple more 
buttons on the base unit - if you want to 
use your toes, nose or any other 
extremity, you'll be able to blast away 
with this one. And to add to the ferocity 
of your firepower, there's an autofire 
swrtqh. The fire buttons have a clatlery 
micro swiitch feel but the auto-ffre 
selector is a dodgy looking slide switch. 
The trigger grip is a good size and 
nicely contoured for average 5i?ed 
hands. Response is on the figid side 
wfth a fairly iong travel and a slow 
return to the centre. The base is SmalJ 
enough to be hand held hut the cable is 
decidediy short at [ess than four feet. 

^ COMPETITION 
JF PRO EXTRA ^ 
^^^^^ £T6-49/Dvnciitiic$ 
j|^^^B|p If you're a sophisticated 
• ^^^^^^.p games player you'll 
^ want to slip into this 

sexy Mttle see-through number before 
you settle down for an evening of 
thoroughly aduJt alien blasting on a 
bearskin rug m front of a blazi'ng log 
fire. Sensuously caress its twin, 
microswitch fire buttons and... {Take a 
cofd shower^ Minson^ Ed.] 

The Extra in the Competition Pro's 
monicker is more than just the 
transparent plastic body. Jt aJso features 
a three-way switch on the front for 
normaf, auto-li"re and most intriguingPy. 
slow motion. This allows you to reduce 
the speed of your character with the 
joystick, which may have its uses in 
platform games for those tight 




manouevres but sounds positively 

kamikaze in a shoot 'em up. 

The stick's response is a trifle stiff 
and instead of the standard issue 
suction cups it has flat, rubbery base 
pads. These stop it sliding but don't 
keep it from bouncing all over the place 
during a really frantic bout of stiick 
wiggling. It's also rather bulky to be 
hand- he I'd for any length of time. 

SPEEDKING 
£10,99/Kofiix 

know a lot of people 
who love this totally 
unique hand-held. You 
grip it in your left paw, 
curling your forefinger round the base 
to tap away at a seriously light-touch, 
micro-switch fire button. That leaves 
your mitt free to manipulate the stubby 
little shaft. Despite its small size (just 2") 
this has a surprisingly long travef and 
the clicks of the switches are 
reassuringly positive. 

Like I say, there are Speed King fans 
who wouldn't use anything else. But... 
(didn't you just know there was a 'but'} I 
just can^t get to grips {ho, ho. ho) with 
the thing, ft's fine for the first few 
minutes but then a dull ache develops 
in my wrist Five more minutes and the 
cramps set in. Pretty soon the aliens are 
invading because I can't hold it any 
more. That said, it's a solid handful and 
feels built to last - no good for cack- 
handers, though. 

COMMAND 

MODULE 
£17,95/ 

Sureshof 

My. this is a big 
bugger I A whopping 10.75" by 4.75". 
Can't wait to look inside! [Screw^ screw, 
lever, wrench.) Wowf The ultimate 
space age technology - as in lots of 
space. Thin air. The Command Module 
is a classic case of packaging gone wild. 

Or maybe nor Ignore the I quote} 
'attractive label simulating computer 
keyboard' (Do these people seriously 
believe this barf hag silver sticker is 
anything Other than an offence against 
aesthetics?). The large, oblong, micro- 
switch fire buttons allow you to get the 
sort of rapid fire rhythm only usually 
obtained by induci-ng a severe case of 
the shakes in your wrist. And the 
oversize base provides a handy rest. 

The stick itself is fairly stubby 
though not objectionably so, with a 
positive grip and short travel. There's 
also an auto- fire switch hidden away on 
the front. Construction sounds fairly 
rattly - but then again, it would with all 
that echoing space inside. 
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M CHALLENGER 
H £4.99/ChMtah 

^^L^ Cheap and ch^&rful or 
j^^^h bargain baserment bullshit? 
m^^^r Thi^ is certainly b challenger 
^^^» for The smallest taWe-lop 
modeL with Its 3.26" by 3" base and 3.5" 
pistol grip. Cheetah still manages to 
cram in two (ire bLittonSn on the Lop of 
the hand;lE and to the left of the base 
unit- But don't think that it'lfc double as a 
hand held, at least not unless you're 
prepared to rip off the suction cups. 

The saving in pro duct ion costs isn't 
merely in plastic though. The absence 
of micro-switches helps kecjp the price 
down. It a!&o means the Challenger has 
a far less positive feel to it. The fire 
buttons arc particularly 'flat' and the 
stick seems to glide rather than click. I 
dissected the specimen to discover the 
'works' consists of a ciircuit board with a 
clover shaped piece of metal above it. 
which maizes contact as the stick is 
moved. This is hardly the most reliable 
form of switching: however, it does 
have an advantage in that repairs are 
possible If the contacts become dodgy. 

^ THiE CRUISER 

^^^^^Kh There is, in the world of 
^^^^^^ marketing, something 
^^^ called the USP ^ the 
unique selling point. The Cruiser has a 
USP: namely, a *3-wav power control for 
extra sensitivity". To change the 
response you hold the stick upside 
down, tug on the handle and swivel its 
collar to one ot three settings ■ a classic 
case of requiring a third hand- While it 
does loosen the touch it's still fairly stiff 
al the lightest setting. Apart from this 
The Cruiser's a fairly standard, table-top 
stick, which could he hand-held. Twin 
fjre buttons make it well -suited for either 
hand; they're micro switches with a nice, 
positive feel. Ifs also available in a vile 
yuppie pastel coloured version, BIcch! 

^ MICROBLASTER 

W £12.95/R«plav 

^j^k^ I like the guarantee slip 
^^^^^^m ^^^' comes with this 
^^^^^P|^ n-ne. If it doesn't work it 

^^^^^ suggests you 'Check your 
MicroBlaster is connected to your 
computer.' Technical stuffr ch? 

It's a surprisingly heavy stick for its 
compacT size, with the usual twin fire 
buttons on the base and a raised handle 
with a short, rather stiff action. The fire 
buttons are micro-switched but have a 
loose feel and are small, so you'll have 
to be accurate; still, there's an auto-fire 
switch hidden snugly beneath the case . 

The shape of the base makes it less 
than suitable for hand-held use and 
because it skimps on suction pads it has 
a tendency to jump off the table during 
frantic manouevres. The bojc claims that 
the cable is an extra long 1.4m. Being a 
Doubting Thomas who doesn't hold 
with all this metrification i whipped out 
my trusty twelve inches and measured 
it &t under four feet. That's 1.2m, even 
including the D-plug. Naughty, naughty. 



Your average joystick has to deol with many types of 

gome before tt becomes a pile of wire and funny plastic 

bits resembling a modern 'sculpture' {only not quite as 

valuable). So we tested our ten wibbly things on three 

totally different formats to see how they coped... 

THE SHOOT 'EM UP 

ACTION FIGHIER (Firebird) 

This straightforward scrolling shoot 'em up 
calls for lots of left-right action but 3l$0 
sensitive up- down control for the throttle, 
and fast fire to wipa out the enemy road 
users. The MicrttShitt^r's slack response 
was well suited to the game 3 nd its auto -fire 
came in useful but the slightly loose feel to 
the fire buttons was disconcerting. The 
\ €«iiip#iitl«ii fwm Extra's auto -fire didn't 
\ work here but its slow-down feature did ■ 
making the game impossible to play! In 
normal fire mode it performed okay with 
I nice steering but nippy acceleration. By way 
of contrp$t. Cheetah's Mvch I was far too 
free, sending my bike skidding all over the 
shop. The auto-fire didn't work, either. Ironicaily the same firnn's cheapie, th& 
Ch<ill*iif ar. scored slightly higher with its sluggish, teaf-switch responses but 
the rattly fire button was impossible. Perhaps this called for big-jobs. The king-sire 
temiltaili Madvls's huge buttons didn't seem to help that much so I switched 
to auto-fire, which did. The adjustable Cn#it«r's stiffest steering proved 
unsuitable for nippy manoeuvering and while the slackest setting made dodging 
easy, acceleration was abrupt. The mid-setting was much more pleasant. The real 
surprise was the WiKM«t«r: with the short shaft fitted it was possible to get 
some (^MtrL'niely fast reactions. The auto-fire worked as well. As I expected, the 
Koni)( Sii^^dlCiiig left me with an aching wrist but before pain stopped play Its 
stick gave a nice fast steering response. The Navlgatvr s handle salved the 
holding problem hut it was hard getting a fast rate of fire with thp front mounted 
button (aiito-fire worked fine). A bigger problem was the stubby handle; I need 
something proper to grasp That only left my handcrafted Surashot D«f1f ii*r 
model. WelL it worked but not quite as I'd hoped. My bike skidded across the road 
like an ice- skater. At the end of round one I had my preferences sorted out and 
topping th^ table were the Cr«ii«r nnd W1zMait»r with honourable mentions 
for the €«iiiiii«ii4l M*diil» and NHvii«t«r. Time to load the next game... 

1^ iEAT 'EM UP 



STREfT FIGHTER 
(US Gold) 

Nolhing like a beat 'em up to 
test a ioystick $ mettle - you 
need a nice positive fire action 
^- all those body blows, 
ifprisingly, the shandy- 
drinking 0»tf n«r st^k proved 
; surprisingly butch here. My 
I street fighter was leaping about 
like a ballet danoer The CniiHf 
[ - came unstuck though; even on 
"*^ its lightest setting the action 
^ suggested my martial artist 
needed a lie-in. while the tight 
^ responses on the Ceiii|P«tltl«n 
Pr« Enfra's stick made it 
.wrtig ^^-^^ difficult to flow through all the 

diagonals required for a nice fluid fight Once again the ChiilUili«iF failed to live 
up to its name, producing an extremely rheumatic performance. Cheetah's M»ck 
I certainly broke the 'ouch' barrier though, with its easy movement allowing my 
man to carve up the competition. Sufprisinglyn the Micr«kl«ftt«r also allowed m 
acrobatic display despite its short travel. The Nsvlf «tor's reaction time was toe 
slow to take me far round the world, and while the f |»*«dKing performed better 
it left my hand feeling like a troop of ISiinja had danced upon it. Far better was the 
tiny pad of the WixMatter when I added one of the screw in sticks, it proved 
ideal, far outscoring everything else. After this the massive C«iMiil«iii4 ModiPlt 
seemed somewhat bulky but still turned in a good performance^ though not quite 
accurate enough. So round two produced a dear winner, the WlxMastor 
followed by the Much I, Mlcrakloatar. D**lgii*r and C«mmaiid Modvl* 
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CAUFOfiNIA GAMES (Epyx) 

For the final round it's a return tick^x to 
sunnvCalifomis - ail right, smoggy 
London town. For the ultimate test of 
any stick - the sports simulation. 
Precise timing on the fire button for 
those skateboard manouevres, 
accurate positiDning to catch the 
footbag - and a bit of joystick jiggNng 
fof theSMX. ThFS time the 
WixNlattar consigned itself to the 
rtalm of the couch potatoes. The fire 
action was too soft for spot on 
positioning and the short stick jiyst 
(fidn t cut it. Td hate to use this for s 
real stick waggler such as Daley 
Thompson! Cheetah's little 
QlHill«iig«ff was surprisingly useful 
when its stiff action helped with 
accuracy but was a dog when it came 
to fast movement. The Konix 
Mivigator failed to take me further 
than Luton airport as the stick stuck 
and refused to return to centre. It was 
l||rid le the injury bench. No such 
pi^Wems with the Sp»«4lKlng, which 
provided s nice combination of 
accuracy and easy movement. Pumped 
full of hormones the Contmaiid 
ll tiafa produced a commanding 




performance. Th* short, i 
the ^ick helped accuracy and easy 
tcntrol, Definitely a dude. Every parent 
lites to cheer their child at sportsday 
but the leaf spring on the D«*lgin*r's 
firetjutton letdown its split-second 
timing. The loose stick wasn't as b^d as 
festpected but I reckon Daley 
Thcmpson would destroy it. 

Time for a stiffy. [Open th& 
winclows firstl Ed) Unfortunately the 
fompfttlti^n Pn Ixtr^'s short 
iravel made it impossible to whack up 
the BMX speed and the fire buttons felt 
generally unresponsive. Still, its slo mo 
earn&in useful on the ha If -pi pel tCheatf 
fdHt was back to bruised knees with 
the MlcKBI«i»t9r but it$ slightly freer 
action gave it the edge in most other 
events. Mot quite awesome but fairly 
Far out- maaan. Cheetah's slack action 
Moii I made for easy jiggling and by 
reaHly rammiing it around itTs possible to 
get truly rad. However, the auto-ffre 
caused problems, locking on when it 
said it wm off. The very Calif ornian 
sounding Crulitr^s three way 
sensitivity setting was well useful ^ 
thdugh it was stil^ not tdeally suited to 
wfid waggling. 

Rounding up for the thfrd time, 
:riw&"s no obvious wfnner but the best 
-p|>ear to be the Sp4i«d King, 
CflHiiiHinfl M»dul« and Crvii«r with 
liunourabfe mentions to the 
Mhi«Blort*f end Mull I (plus 
C^mp Pftt Isifra's cheat abilityi) 



So it's make your miind up time... 
and I can't* Let's face it, just as 
there's horses for courses, 
there's sticks for software. It depends 
whether you want pixei accuracy or 
real, ram home action. And it depends 
on your taste. 

Of Lhe six traditional sticks the 
Cruiser's variable touch control was 
nice but not qurte variable enough in all 
circumstances. A nice price though. The 
Comi^fition Pro Intra s slo mo 
che^nt can be useful but I didn't Mke its 
stiff response. The MIcroBltt^fer was 
a good general purpose sfi-ck with a 
fairjy stiff motion while the Mach I 
provides an easier movement plus 
oodles of fire buttons. Maybe too slack 
and slight doubts about its construction 
though. Cheetah's Challenger was 
unlikely to last forever but it's csctremeJy 
cheap; erratic responses though. Finally 
the home grown Designer Is lots of 
fun to build but iess handy in action. 
It's unbelievably loose and hardiy feels 
robust. Limited usefulness. 

Konrx's two sticNs are interesting 
variations on the theme, i was surprised 
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by the N'avtgator's failure, but it is 
covered by a 12 nionth guarantee (as 
are many of the other sticksj. Its stubby 
handle rutrrl it out for me. Similarly the 
SpeedKing is a nice? performer if you 
can get your hand round it. 

The C«mitiiiii«t Modul* seems 
more suited to five year olds who want 
their con^puier dt.^ks to lonk impressive 
but peel off the silvery sticker and you 
have a worthy, if not outstanding sticlk. 
It's also costly. The WixMpstor almost 
converted me to joy pads, f^^^pcciaily 
with the longer handle screwed in. I 
could probably get to like this, 

StiJL i can't see any one of these 
satisfying me. My ad vino would be to 
buy a couple if you can, perhaps a stiff, 
traditional stick and 
the WizMflster or 
even an ultra-lDose 
cheapie for when 
you need it. Then 
you'll always be 
equipped, whatever 
the software 
publishers decide to 
throw at youl 



CONTACTS 

CHEEiaH MARKETItiOr 
Nerbury Houie, Ntrwifvry Rd. 
Fati^tiler, Cardiff CF^ 3AS 
DTNAMICS MARKETINC^; 
New Cain Street, R«>^>«ri.. 
Oldham OL2 6JZ 
KOHIK: Unil 35. Ras&au 
IndustrKii E&hilv, Ebbw Vcil«-, 
Gwcnt NP3 5SD 
IK^WERPLAYi Sl^cicote Lflrte. 
t5*lph, Oldham OU 5TW 
■iP4AY: Jubil«« Dnve, 
LoMghborough. Ldcs LFfI OXS 
SONATA ■: Unih^ 1-4, I 
Wcikcfield Road. DnghNngle-n. 
Mr brpdford. W. Yqirkihlre 
BD11 1DH 

fPiCTRa VIDEO: Unit t7, 
NorlKfi?Jd industrmi EitaK, 
Beresfanil Avenue, Wenrtblcyr 
Mjiddx HAa ] NU 



A ittysthk needn't be 
ioysHck thflped. The 
Quick Joy V (currefitly 
ufiovfiilahle ^wing to thtt 
sftMotion In China, it sttyv 
h»re!J was u real mega ^nlt 
complete with built in clock, 
so you could time eggs 
whHe playing Wfcked. 
Votiifiace has an Amiga 
cpitlreller in the shape of 
plane yok«« for flight 
tlmulatort* 

But why stop there? The 
Nintendo console has 
spawned a whole series of 
natty ideas Including a 
footpad for running gomes or 
cemputerised version of rhaf old piarty 
favourite, twister (well, it's still a fovourite 
round our house. Yov should try the nude 
versloni). Also for the Nintendo there's something calleil Hie U- 
Force which lets you shadow box against on-screen characters. 
And best of oil ix the l^ewer Olove which interprets hand 
movements into commands, NASA has something similar but the 
Nintendo version will be several sqwillion squid cheaper. 
Whether any of these innovations will moke it to computers 
remains to be seen. It's to be hoped sol 
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AVAILABLE FROM LEADING 
COMPUTER GAME STOCKISTS 

FOR MORE INFORMATION ON THESE 
TITLES PHONE:- 

0836 405455 * 
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STUNT CAR 



There are three ways of playing >e us 
Stunt C^r. There's the 'head ta head';qs tak 





Question: What do you get when you cross a high speed car 
rocittg game with a roller coaster ride? 
Answer: The contents of your stomach oil over ycHir 
lap.*, or Duncan MocOonaM^s lap in this case* He 
popped to the bathroom^ changed his trousers 
and lotn^ S^Qn Kmlty to take a more in -depth Ifiok 
at MicroSfyle's neMr vroomer^*^ 



Austin Allegro drivers, eh? 
They pootle along, indicators 
flasheng, at about the same speed 
as an ok, and everyone who's stucN 
behind them know? full well ttial there 
aren't any turnings coming up for at 
least three nniles. Well, with the need 
to expend such a vast amount of con- 
centrmion energy on simply driving in 
a straight line, it's unEikely t'het an 
Austin Allegra driver i$ going to go a 
bundle on this game. So, if you're a 
member of this rare br&ed, it's 
probably rather a good idea to go 
away. Go on. shoo) 

In Stunt CAf Rscer you not only 
have to contend vyrith a series of 
courses which go round and round 



(and round), but you also have to worry 
about you-r height above sea- 1 eve I. 
That's right - these tracks are not flat, 
indeed no, by cracky - they undulate up 
and down like a sine curve from HelL 
And guei&s what's missing from the 
sides of the not over-generously wide 
roads? Crash barriers, that's whatf Muck 
up an approach to a corner and it's not 
just a case of *0h dear, (V^ $kidded 
onto the grass verge and bruised my 
lilttte finger", it's more a case of *'0h 
dear, Tm going to die'', which, if this 
was reai lifer you undoubtedly would. 
However, this is connputer-game land so 
you don't actually die But you do have 
to put up with a smalE wait as you're 
winched back onto the track by crane. 




^■our I 
3oth 
"ace ( 
rt^ay). 
the p 
a divl 



(where you need to attatch two 
computers together and take on a 
'chum' in reel time}, the multiple- 
player (two or more players lake it 
in turns against the computer- 
controlled cars, with race and lap 
times being savedr so you can telil aEb&tto 
a glance who's the crappest driver! 
or the direct 'you versus the THE ' 

computer' mode (in which you vie Then 
for position against the computer- pair ( 
controlled cars in a league table divis 
made up of four divisionsK track 




f 




n 


m*"* 




^F^J^ 


1 


r*4j*' 


^ 

{ 


fcf^ 


. 


i.^i 




k4njiz Kid 


1 ill lis 




BJImvr' M > r^ffch Dtvlilan two 1*11 hf« 1i 



THE LEAGUE CHAMPIONSHIPS 

Each of the four divisions is made up 
of three places and you, at start of pk 
are right at the bottom, of the barrel 
Yup, 'fraid so. Division four, third pis- 
Ideally you want to be In division ont. 
first place, but ideals aren't always 
attainable- Especially if you happen to 
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bt useless. To rise a division you have 
totakfi on both the other contenders iin 
vcur particular class, and beat thenn on 
both tJie tracks of your division (each 
race comprises of three laps by the 
wayf= At the end of e^ch set of raceSr 
the per&on in first place gets promoted 
fl division while the person at the 
bottomi gets demoted. 

M TRACKS 

The.'e are eight tracks in all with 3 
FKair cf tracks slloted to esch specific 
division. For irrstance, the two 'easiest^ 
tracks (The Little Ramp and The 
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Humpback) ^re alTocat^d to the most 

pathetic division i.e. division four. Beat 
thecpmputer cars on these and 
pf amotion takes you to division three - 
whsre you can compete on the Big 
Rimp and The Stepping Stones and so 
gn. If you want to 'have a go' on one of 
the tracks that's assigned to a division 
higher than yours, that isn't a problem - 
ycu can just click on the practice optron 
aid choose a course but in this practice 
mijde there isn't an opponent. Just you, 
yC^urcar and the promise of three 
stomach-churning laps. Mind you, ther^ 
is 9 digital stopwatch at the bottom of 
the screen , so you can compete against 
yciif own times (unless youVe so crap 
thit you never even manage to 
cofnpletg a lap. In which case you can'tK 
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WHAT'S 
THE 

DAMAGE 
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^H ven though your car i$ a custom 
^^ built buggy with fantastic suspen^ 
^P Sion, super-dooper bumpers and 
WM roll bars all over the shop, it's best 
to avoid hard knocks, though the 
courses are designed to supply you with 
just that. Each tme you take a jump too 
quickly and come down with little bit 
of a thump, a hairline crack snakes its 
way along the roM bar. When the crack 
reaches from one side of the roll bar to 
the other, your car then becomes an 'ex» 
car' and you come to a grinding halt in a 
shower of sparks. 

If you make a major guff up (such 
as coming off the track and smashing 
into the ground or not hitting a take-off 
ramp at a high enough speed) then an 
'impact crater' will appear on the roll 
bar. These holes in the metal framework 
weaken the car, and the mor^ you getr 
the quicker the crack snakes across - In 
a breaker's yard version of 'join the 
dots'. The real trouble with the impact 
craters is that (uniike the crack) they 
aren't reset to lero at the start of each 
race - they stay with you throughout the 
season. Having eight craters at the 
beginning of a race on Th^ High Jump 
isn't a good idea... you1l be lucky if your 
buggy hold^ out for one lap. let alone 
three. (Unless you drive very slowly and 
avoid the bumps - but then you aren't 
going to win the race anyway). 
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unc: Well jipp^r me scarpies 

[Eh? Edr ), i ready love these car 
games. They give me a chance 
to drive the wav I normally do so Tm 
usually quite good at themr and this is a 
car game and a half. In fact it's five car 
games! (Just sftck with the 'car game 
and ^ h&ff\ Ed.] 

Having gone through the options 
sequencen a crane hoisted my buggy up 
and over the track and then 'piopV 
dropped me onto it. All of a sudden, my 
opponent zoomed out ahead of me and 
started to diminish in size. Why was he 
getting smaller, I wondered? So I 
popped to the library and quickly read a 
book called Perspective And Distance by 
Professor Arnold Sweetcorn. Apparently 
the computer car was becoming smaller 
because it was 
getting further 
away from me 
which meant I 
was losing the 
race. Confound 
it! I rushed back 
to ths monitor to 
see the words 
'Race Lost" on- 
screen. So 
Professor 
Sweetcorn was 
right. Curse him. 
Time for race 
two. This time I 
was ready. As 
soon as my car 
landed on the 
trackn I snapped 
the joystick firmly 
forward and 
heard the engine pitch rise. Yahoo I was 
moving but the computer car was still 
tearing ahead. On squeezing the fire 
button I discovered it was for turbo- 
boDst. Phew, (crunchmg noises) just 
made it round the corner and oh no, 
what's that? It looks like a ramp of some 
sort. Boing. Up in the air. Still up in the 
air. STILL up in the air (maybe I was 
going too fast). Crunch, bounce, back in 
the air. snap.., CRUUUNCH. Whoops. 

You know the feeling you get when 
watching a televised roller coaster ride? 
Yeah? Well, that's the feeling you get 
when racing around these circuits - 
especially the one calledr ^rm. The 
Roller Coaster, The difference is 



HASSLE 
FACTOR: 1 
The crash 
sequences ond 
subsequent 
winching back 
onto the track 
can lake what 
seems like a 
trillion years, by 
which time your 
opponent hos 
very probabCy 
put in half a lap 
or more). 



however, that your car isn't on ra^Js, it's 
yp to your joystick skills to keep it from 
making a large mess on the ground. 
The suspension on the car 'works' 
too - when you land after a jump the 
springs compress and then recoil. Even 
on a straight piecR nf track, if you hit the 
brakes the nose of the car drops and the 
scenery responds as in real life by going 
up a smidgin. Aclualiyr when I said 'the 
brakes' r it was e bit misleading as there 
aren't any. Pulling back on the stick 
simply slows the engine down, rather 
than acting directly on the wheels. Pull 
it back for long enough and not only wHI 
you stop, but you'll actually start to go 
backwards, I tried to complete a couple 
of the courses in reverse r but it's a bit 
tricky without a rear-view mirror. 
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There's something you won*t be 
able to see by just looking at the 

screenshats though, and that's the 
impression of speed inv^olved. You'll 
have to take my word for this - but it's 
fantastic. The animation of the other car 
is pretty briir too. It's best to zoom 
ahead and overtake as soon as possible 
and put some distance between the 
cars. There -a little tip! 

What more can I say? Stunt Car 
■R^ceris brilliant. The sound could have 
been a tad better, there might have 
been a teensy-weensy bit of ground 
detail during the crash sequences, and it 
would have been nice if you could have 
saved the game in the middle of each 
set of races rather than only at the end 
but other than that I can't fault it. 
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A ^tuiputiildiislvfast, 
acti 00- packed, soliil J-D 
raci>ng game. II iE were in Eh« 
drcdd^s it would Glean up'. 
Vc^mil inducting sluH. Brill la nil 




SOME MILDLY 
INTERESTING 
FACTS ABOUT 
DRIVING... 



MILDLY limBEiTIMG PACT 
ONE 

Sfvjtf Car JIac«r was 
actually conc«ptwalis«d 
and cod«d by Gaoff 
Cf*ainmond, Hi* Hiiiia 
geexer vrho dftslgnftd and 
wrota The Sentinel. What 
a clevor chap he Is. Uin, 
that's it - end af Mildly 
Intarasting Fact One, 
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MILDLT INTERESnNG FACT 
TWO 

II If qulto dongaroHi to 
drlv« a car at a vety high 
i|Mod (in r«v»rttft|. III* 
wrvng way dovm a 
nMtiirway with your feyAS 
daied and all the daars 
op«ii« Um, end of Mildly 
Interesting Fact Two. 

MIUDLT INTERE5TIHO FACT 
THREE 

Ferd Anglio« ore not the 
werld't most desired cars* 
Hor ore Reliant Robins* 
Nor ore Aestin Allegros 
tsipeciaily the estato 
venieii). Eriti^ entf of 
Mtldly Interesting Fact 
llirtte. {Hmng on^ I've gof 
ff Jl#rfaii# Rohlfff... Md4 
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Svan: First of ^llr let's get all the 
usual superlatives out of the 
way. Stunt Car H^cer is fiippin' 
brrrrrriliianL There's no other word for 
it. Well, there's brrrilliant with slightly 
fewer 'r's in it It's a very simple idea - 
racing another car round a bumpy track 
- and it's perfectly executed. There, 
This reviewing Igrk's -easy, {Arjother 
parstgrsph pfeasOr Ed) Oh.., erm... 

The first thing that strikes you about 
Stunt Car H3cer [s the way the perspec- 
tives work to create an excellent 
efTiulation of reality. \Eh? Ed.] What I 
mean is, that when you go crashing off 
the Side of the tracks you will literally 
lurch forward and brace yourself for the 
impact. That's how involved you will 
get. The speed and smoothness of the 
scrolling is largely to thank for this, 
along with the solid and realistic nature 
of the graphics. 




A special mention must also go to 
the sonics. Forget about music - that's 
for shandy drinkers - what you get here 
are incredibly realistic ('cos they's 
sampled) gut-wrenchingn bending metal 
sounds as you swerve around a corner 
with your frame shot to pieces. And sick 
nnaking crunchy noises as you hit the 
ground having fallen silently through 
about a hundred feet of fresh air. But 
that's only two major noises^ in addition 
there are Joads of other screechy, 
clangiy, bendy effects that are guaran- 
teed to have you clenching your teeth 
and praying your 'buggy" won't fall to 
pieces halfway through an accurately 
executed jump. 

And that's another thing. The tracks 
are all cleverly designed so that it's not 
just a matter of belting round like 
Duncan when he's given the honour of 



HASSLE 
FACTOR: 1 
Waiting to get 
winched onto the 
track v/hilst 
kno>ving the other 
car is getting 
closer and closer, 
tolces an eternity. 
Well, it seems to, 
anyway. 



parking the Publisher's car, (although 

the sounds are the same> each tracj< is a 
mix of Dune's driving, and more consid- 
ered and 'intelligent' driving. For 
example, it's better to take some bumps 
slowly and accelerate on the down side. 
rather than hit them at two thousand 
miles an hour and spend the next 10 
Seconds gliding through the air before 
landing nose first 
with your suspension 
knackered, ( would 
have liked more spe- 
cial features however, 
along the lines of The 
Drawbridge. It has a 
section of trgck that 
rises and falls as you 
race, forcing you to 
reach it at just the 
right time, 'cos if you 
don'tr you either go 
plunging over the 
edge, damaging your 
suspension, or smash 
Into it with a resound 
ing„. er... crash, bang, wallop. 

For many people one thing thet will 
add to the gamers lasting appeal is the 
option which allows you to connect two 
computers together (even an Amiga to 
an ST} and race head to head. In the 
future this will doubtless give me the 
chance to take on Duncan and whip his 
ass, but for the moment racing against 
Brian Blessed and Co is keeping me 
fully occupied- 

As it stands, Stunt Csr Rac^r is a 
fantastic mix of Micro prose simulation - 
style graphics and fantastic arcade-style 
addictiveness^ It's a well thought out 
very playable game which must rate as 
n e of th e best g a mes 
f th e yea r . Stunt Csr 
R&CGf proves that Mi- 
croSty Ii3 can really cut 
the mustard. Actually 
it doesn't, it proves 
they can produce a 
pretty, damn briiliant 
racing sim thingy and 
who cares about 
mustard anyway? 
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progrifiifned. a brilliianl car 
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Er.~. yes. Drilliam 
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TINTINONTHEM 




"Hello control station! Here is the moon rocker Tintin speoking. I have just regoined 
(onerousness. Everything seems OK, we are now taking over the controls of the rocket," 
Aboard the rocket, you will relive with Tintin and his friends rlie most exciting adventure the 
world has ever known. The first trip to the Moon 1 

Will you succeed in piloting the red and white rocket through space and achieve a flawless londing ? Will you 
capture Colonel Boris, the traitor, who wonts to moke the expedition fail ? Will yoj be able to find the extin- 
guishers to put out the fires, even while flooting in lero-grovity (which ins t everybody's ideo of fun)? Will you 
succeed in finding and disarming the bombs ond freeing your companions in order to get out of the rocket to make 
the first step on the Moon ? You will discover all this by playing "TINTIN ON THE MOO^I^ the first computer gome 
bosed on the comic books by Herge... 
Before A rrti strong there was Tintin and„> may be you ! 

Availoble on : AMIGA, AMSTRAD, ATARI ST, SPECTRUM, C 
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A full set ol driving lessons 
worth around £300 



Passed your test already have you? Well 'r^k off' to the ncKt parggraph th«( 

thi^ bit is for 'pedestrians' only. 
^ Stiil readmg? Good We'll assume you want to learn to drive. Well, thanks to I- 
merry folk at Domark you can - FOR FREE! They're so chuffed with their new arcad^ 
conversion H^rd UriVifi'that they're letting us offer you 15 wmplete (and J 

unabridged) driving lessons with the British School Of Motoring. Each lesson l«^$a 
whole hour, and you'h learn how to reverse round corners and carve up flashy 'G ^ 
reg' motors - and alt those sorts of handy tips! And don't feel left out if you don*t 
win. There are two flashy, Ferrari F4 remote control cars for the two runners up. 
They're worth over £60 each and really annoy old wrinklies when you rate them on 
pavements! Skip to the How To Win' bit to find out how to. erm, win... 



A £200 Halffords gift voucher 

tin CRse you'v« alnady pd»»0d your test!) 

PLUS 

Iwo rattling remote control 
Ferrari F4 cars 



ili- 



Hello. You're obviously a snoot car-driver. You've passed your test, 
J forgotten everything you were ever taught, and now drive in your own 
L inimitable style' )i.e. probably very dangerously I ^ Ho hunn. So what do 
you want with driving lessons then? Nothing, that's what. What you COULD 
do with are some car accessories - we bet! A flashy new radio/cassette 
player? Speakers? Some furry dice? Seat covers? A sun -strip that proudly 
prociaims "Shaz and Baz"? A couple of halogen headlight bulbs? Ves^ all these 
things land more] could be yours if you walk into a Halfords store armed with 
the £200 voucher we're giving away. How you win it is another matter thoii|p 
- skip to the How To Wm bit to hnd out, M 



^ Oh dear, you're not a 'minority person' who's passed the driving test but 
S hasn't got a car? You are? Blimey, what use is a Ha If or ds voucher to you 
r then? Well here's a hint .. 
Halfords sell bicycles. And a rather good mountain bike can be picked up for 200 
quid (and pedal- power is ecologically sound' after all). What a brillo hint that was, 
eh? Now go to the Hqw To Win bit... 



^fr Ahh, there you are. Right, here's how to win these fabulistic prizes..- by 
S^ entering this blinking competition of courser ¥OU twerp! Ho ho ho. But what do 
^T you have to do though? 

It's a piece of cake actually Pictured opposite ^s a mock-up of a driving test 
examiner's board (the one he ticks everytime you do something 'wrong'f. On the 
board are several manoeuvres that would ensure failure In a driving test, AH you 
have to do is place them in order of severity by numbering them from one 
[eKtremely dange roust to six (just stupid). So, if you think reversing onto a busy 
street without booking' is the most dangerous thin^ you can do, then put a number 
one in the box next to it. And so on, till you've done all six. Then filHn your name 
and address, cut the whole thing (or a photocopy) out and send it to Hard Drivin'? 
I'll Give You Hard Drivin^ Competition. ZERO, 14 Rathbone Place, London WIP IDE, 
And get into overdrive cos you've only got 2S days to get it here. 
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Photon PainMI and 
Foritovisioiii* Are fhey reolly 
vrorks of art or just a load of 
Jackson Pollocks? Alan 
Tomkins susses out ^whether 
they're worth spending hard 
earned Monet on. 



PHOTON 
PAINT II 




Art packages Mm^ and g-o all the 
time - each one attempting to 
outdo all' that have gone before, 
but few last the test of time to become 
true masterpieces. One of the few that 
has is Micro illusion's Photon Paint - a 
HAM i how and modify^ not something 
you put [n a aandvvichr clotf) package 
for the Amiga. When it was first 
released, it set new standards for HAIVl 
painting - not only w^s it a full-featured^ 
user friendly paiskage, but it also had 
many advanced f matures - most 
notably, the ability to wrap brushes into 
geoinetrig shapes. So when I heard 
there'd been an update {imaginatively 
call&d Photon Paint II) I wasted no time 
in nabbing a copy to see for myself. So 
what's been added and how good is it? 



WHAT YOU GET 



Well first off you get two disks - one for 
the program; the other for demo art and 

animation fiJes. There's also a very well 
written and easy to follow &S page 
manual which outlines the functions. 



FANTAVISION 



Fantavision is a package I've been 
waiting to get my hands on for a 
long time, so when I found out it 
cost under 40 quidr J was a bit suspi- 
cious. Surely it can't be so cheap? The 
highlight of F a nta vision i$ that you can 
create frames for animating and also 
bring them to life with sound {the 
package comes with a fibrary of 19 
samples complete with bai a nee, pitch, 
echo, duration and volume controls.} In 
fact, I can guarantee you'll spend hours 
playing with the sounds alone! 



WHAT rOU GET 



Open the packaging and you find one 
disk containmg the program, demo 
movies and a JFbrary of sound effects 
along with a 64 page manual plus a four 

page quick start card. On booting up, 
th& desktop displays two programs - 
one is Fanlavision for creathg movies- 
the other is Fa nta player, which if you 
hadn't guessed already, is for playing 
finr$hed movies. 

If you double clfck on Fantavfsion 
you get the workscreen. The first thmg 
you'll notice is that alt the tools and a 
futi palette of 32 colours are displayed 
around the screen in neat little boKes 
(these can be toggled off and on). There 




tooJs and gadgets of each drop down 
menu and has some very useful' 
tutorials. If it had illustrationsH it would 
really $et the standard for manuals, so 
Microillusions^ if there is a Photon Paint 
III, bung 'em in and show people just 
what a manual should look like. 



BRUSH STROKES 



After booting the program the blank 
work screen connes up - except for the 
so-called fast menu which can be 
toggled on and off with FTO {it can also 
be moved up and down the screen at 
wflf). This contains the main drawing 
tool$ ^ pen, air brush, fill, zoom, te)ct 
and the 64 colour palette. 
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On hitting Return this menu is 
erigrged to include RGB and HSV 
cortfolSr nottQ mentiori the full colour 
selection squares that enable v^u to 
s&lect the e^act sh^d^ yqm want. 

There are six drop down menus - 
Projett, Preferences, Brushr Special and 
two Modes menus. Project includes 
load, save, remapping, alternate page 
and font gadgets. Selecting Preferences 
g^ves you the option of screen mode, 
offset, co-ordi nates and mouse gadget. 
Brush includes resize^ rotate, wrap on. 
luminosity, bend, stretch, twist, and tilt 
while Special has stencil, grid and 
shadow and the two Modes menus 
liave various blinding gadgets. 



Tliij sKewi 
«fl# «l ill* 
■Bimaffleii 

4«ftiAft with 
Pantavltlan. 
II *h#wf o 
prwhlitoric 
svrami» «imI 
m Branta- 




ZOOM INI 



Sd much for what you get.,, let's see 
how well it works. For me the rmake or 
break of any art package is Its zoom 
mode - get this wrong and you can 
forget Ft. Thankfully, Photon Paint II has 
a ver^ flexible zoom which starts off as 
a small box and can be moved to any 
part of the screen and resized at will. 
You can also zcon"* in and out of the 
zoomed image. 

To see how well the wrap functions 
work, I loaded up a picture. All you do 
here is go to the Brush menu, select the 
ball gadget and then place a small cross 
on the screen which can be dragged to 
the required size. The result is spectacu- 
lar - a perfect representation of the 
original picture in g 3-D ball appears on- 
screen. By adding luminosity you can 
then bring the image to life. Don't 
overdo the brightness, as too much 
spoils the end result. 

You can also control the light source 
and poslion it above, below, either-side, 
behind, or in front of the image. These 
functions are so good, you'll spend 
hours just playing around with shapes 
and light sources- I did. 

Stencils, which are used to define an 
area of the screen, cannot be altered by 
any subsequent painting action. Here 
you draw a freehand outline around the 
image you want to protect. This function 
is incredibly useful and easy to use and 
can be toggled on and off. Likewise the 
airbrush - its size is adjusted by simply 
clicking inside the air brush gadget and 
dragging it to the required size. The 
blend function is very effective - after 
you've loaded a picture you can then 
load in a brush file (a ghost is provided 
on the art disk). (Spookf Ed.) Select the 
Nend gadget and you're ready to start 
blending. Make sure you experiment 
first though 'cos ^t takes a while to get 
the effeets you want. 



MOVIN' IMAGE 



Now we come to the pay off because 
Photon Paint II has full screen animation 
enabling you create up to 10 full screens 
(Anim files) and then play them back. To 
use this you must draw and save 10 
different screens of animation (in true 
Bfue Pefer style Photon Paint II has 
already done this for you by providing a 
10 screen animation of a horse). Next 
design and save a background screen 
on which to place the animations. Now 

are also two other boxe^ - one is called 
Modes and the other is called Film and 
it's this one that a Hows you to actually 
make a movie. Across the top of the 
screen are four drop down menus - 
Project for loading, saving and clearing 
movies ^nd backgrounds and sounds. 
Edit for cutting and pasting, and 
Options for modifying palette^ screen 
format plus preferences. 

Fantavision differs from most other 
art packages because i^t's object 
orientated (in other words you create a 
number of objects that can be manipu- 
lated by the program). As with Desk Top 
Publishing, you set the number of 
frames you want to use and the 
program then fills in all the missing 



an extra page has to be created to place 
the background on - this is done by 
loading the animation and then hitting 
'K' on the keyboard to take you ahead of 
the 10 animation frames. By selecting 
Insert Page, you will call up page one of 
1 1 pages . 

Now you^ve got to merge all the 
horse animation frames with the 
background. This sounds easy, but care 
must be taken when merging to make 
sure that the background is transparent. 
I had a bit of trouble getting it right, but 
soon caught on, and had the horse with 
background up and running fairly 
quickly. But a word of warning to those 
of you who are new to HAM painting - 
while painting, and particulary cutting 
and pasting, you'll experience a number 
of streaks across the screen - ignore 
these^ the computer plots the image 
correctly when your frames are running 



THE VERDICT 



Tm really impressed with Photon Paint II 
because even with the very advanced 
functions it's so easy to use. You can 
create anything from beginners' 
doodles to complicated works of art like 
the Mona Lisa. This upgrade is faster in 
all its operations (a welcome touch, 
because I for one am always moaning 
about the slowness of the Amiga 
operating system) which proves that the 
Amiga can be speeded up if the 
programmer knows what he's doing 

For the beneht of those of you who 
who missed out first time round wjth 
Photon Paint I and are just about to buy 
an Amiga, I recommend you 
shell out for Photon Paint ll. 
Don't be put off by HAM 
mode or the advanced func- 
tions because you'll soon get 
the hang of it. Photon Paint II 
is definitely state of the art 
and it's going to be a very 
hard act to follow, 




WHAT'S WHAT 


TITLE 


Photon Paint II 


PUBLISHER 


MicroilJuj^ion^ 


PRICE 


£39.95 


FORMAT 


Amiga 


RELEASED 


Out nowL 



frames. This whole process is known 

as 'tweening'- 



MAKJN' MOVIES 



So would Fantavision win an Oscar? 
And more importantly, is it easy to u$e? 
Well, select Tools on the on-screen 
menu and then click on the pen icon 
and move to the screen. Then by 
clicking on a number of different points 
make a box (this is done w^th K-linesL 
Make sure you keep the same pr^ssur^ 
on the mouse button when you staii or 
it defaults into a time signature for 
tweening. You'll find that after drawing 
the boXr a number of things csn be 
done to it. Firstly, you can change its 
colour by pointing to the one you w&nt 
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M^ 



i^Mr 



Bring Back The Glory Days, the brief of the newly appointed 
PLAYER MANAGER, an International class player, as he takes 
charge of a third division club. Mis success depends on four distinct 
aspects of the game. 
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Hosts of other factors like referees, injuries, disciplinary problems, team morale etc. can lay to waste the best faid 
plans of a manager. The PLAYER MANAGER brings everyday realities of a Manager's life, his talents as a manager 
and a player into a sharp FOCUS. THE FOCUS IS ON YOU. 
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artifacts 



Tlilt sk»w» Ihv 10^1 b^MAi and a clrcl« that ha$ been 
llr«hli«d t« Iha rfriTf h ihape of p man, liy droggJns n 
numbvr vf th« i^dge banAt - In thii cai» 1 ft* 



in Ihe palette box or you can manipulate 
rt in a nymber of different ways. By 
clicking the arrow icon in th^ taol menu 
(the main ediling tool) then eliciting on 
ihe bciK, it can be dragged around the 
screen, turned, twisted, squashedi or 
flipped, Thig part of the progrann is very 
powerful and impressive. 

Once you're happy with your imager 
you can ihen gio lo the on-screen Film 
m&nu box and by selecting Blank, move 



to your next frame. If 

you then click on the 
circle icon from the 
Tools menu you can 
mal<e a circle and 
change its colour. 
Then choose the Film 
option and click on Go 
- the program takes 
ovRr and animates the 
box into a circle rigiht 
before your v^ry eyes. 
Well impressive! 

An excellent feature 
of Fa nta vision is that 
each object has a box 
at each point (the 
default for a circle is 
IB). These can be used to drag the 
object into a new shape while you can 
also drag a circle into a fnan for 
inst&nce- Text is added by dragging a 
box DTP fashion and typing it in. This 
can then be positioned anywhere on 
screen simply by dragging. You can 
also import backgrounds from other art 
packages as well as objects to be 
animated if you like. 

Fantavision not only lives up to 



expectations but it's a package you can 

have a lot of fun with whi 1st you create 
ama;ing animations, ft's well laid out 
and is very user friendly, i^^ long as 
you're careful with the first mouse 
click). The sound section is also very 
easy to use and is mind-blowing when 
you're playing 
back a movie. 

All in all it's a 
very powerful 
package that's 
worth a full price 
tag. At under 40 quid 
it's a steal. So I have ab- 
solutely no hesitation in 
reco mending it. 
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TITLi 


Fantavision 


PUBLISHER 


; Domark 
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Ever felt let down after finishing a 
picture and found that the text 
font used in the package [ust 
doesn't do it justice? W^ll, your days 
or Trustration are over - follow this 
&tep-by-step guide and your text 
styles will be limitless. 

But, if you produced your picture 
irilG colours you won't be able to 
produce psychedelic multi-coloured 
texts. If you have an ST, port it into a 
Quantom Paintor Spectrum 512 
(Amiga owners have no problem- 
jysiiup the nnode). 

1) First thing to do when thinking 
of adding text is to find a good 
looking styl#- The best way to do this 
is to pop down to your local art shop 
and buy a copy of the Letraset 




Graphic Design Handbook for just 
under « fiver. It's got a 100 or so text 
styles to play with (remember 
Backlash? A Letras^t font called 
Calypso was used on the title screen). 

2( Having chosen your text, draw It 
in free-hand and fill it in with the 
transparent colour of your palette. 

3j Now put a box around each 
letter, using another colour, and flood* 
fill the surrounding spaces inside the 



boxes. You have now finished the first 
stage in creating a multi-u^e textfont, so 
save them to disk for use in other 
pictures, The reason the letters are filled 
in with transparent is to allow you to 
use them over and over again with 
different fill patterns - so here's how 
you make a few... 

4) If you have only 16 colours, select 
white and two or three shades of 
another two colours. Then draw a line in 
white near the bottom of the screen. 

5) Using the lighter of the other two 
colours, place on^ or two lines above 
the white and repeat with the darker 
shades of the same colour, placing 
them above. Repeat this process with 
the darker colour below the white line. If 
you have more colours to play with then 
you can add them for greater effect- You 
can also create patterns with diagonal 
lines or even use the spray can to 
produce a mottled pattern. 

6} Once you're happy with your fill 
pattern, cut and paste the letters into 
the words you want to user then fill the 
area around the edges of the letters 
with the box col-our. You're now ready 
to produce a shadow effect. 

7) Select the box tool of your art 
package and make a black box. Then cut 
and paste the text font over the black 
box. Now flood fifi the black area 
outside the text. And then repeat with 
the transparent colour - you'll 
now have your text in black - so 
cut and paste to the depth of 
the shadow you. want and cut 
and paste your textured text 
over. You're now ready to 
place the whole thing into 
position on your picture! 



ZERO GRAPHICS OF THE 
MONTH AWARD 
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1.. A AND HOW IHE GMUIT.*. 
L^^ We'll be pwhiltlltiig ifie 
beil of yovf pIcHirei ond the 
heil af yeur tips for cr««ttiig 
piffvre^ «v#ry inentli. But the 
only woy we ion do th^il Is If 
yew sepd thAm In. So get 'em 
felling in (I need the ^tantpsK to 
Alan Tomkihf^ ZERO, Arflfflftv^ 

IDE. And reni«mlber every 
pictoma printed wins a pHxa* 
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71, Wadliam Koad, Worth End, Portsmouth, Hampshire, P02 9ED 



MEGA '45' PRICES! 




070S 670878 

Atari ST 

IGMPC 

Spectrum 

C€4 
Amstrad 
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TOP 
30 
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27. 
28- 
29- 
30- 



XENON ll-MEGABU5T„„.. [\m%% IVflfks) C 1545 

BATMAN THE MO^tE (Ocbib) £ 16.45 

BLOODWYCH , (\m%t Works) C 16.45 

GEMINI WINe.„ (Virgifl Gjmes) C D,45 

LIFE & DEATH. , (Mindscape) £ 1Z45 

STUNT CAR ,. [M[cr» Status) C 13.45 

SHINOBI (Virgin) £ 13.45 

AP'5 [TingeBj E D.45 

XENOPHOBE „, [Micr(» Style) £ 16 45 

ROBOCOP (Ocean) C 16.45 

BEACH VOLLEY (Ocean) £ 16 45 

INFESTATION... „,. (PsygnosU) £ 1645 

"*?• HEtl [firebird) £ 16.45 

F-f6 COMBAT PILOT [Digihl Int.) C 16.45 

VIGILANTE.... [US GofJ) £ D 45 

DYNAMITE DUX (Adivisiaii) £ 16.45 

PAPERBOY (Efife) £ D.45 

RICK DANGEROUS (firebird) £ 16.45 

POPULOUS.PROMISEP LANDS (E/A) £ 6,45 

LIGHT FORCE (Ocean) £ 16 45 

HONDA RVF750 [Micre Sfyle) £ 15.45 

RED LIGHTNING (US Gold) £ 16.45 

RAINBOW ISLAND (Firebird) £ 1645 

24. INDIANA JONES / LC (Lucasfilm) £ 13.45 

25- THE ftEltf ZEAUND STORY (Ocean) £ 16 45 

^^- 'VANHOE .„ (Ocean) C 16,45 

FALCON MISSION DISK VOL L(Htrrorsoft) £ D,45 

HIGHWAY PATROL.. (Infogrames) £ 16 45 

QUARTERBACK. ...(Virgin) C D45 

^ABAL... (Ocmb) £ 16 45 
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9. 
tO- 
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16- 
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t9. 
20 
2t, 
22- 
23- 
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£ 15.45 
£ 13.45 
£ 16,45 
£13.45 

NOT 

AVAILABLE 

£ 16.45 

£13.45 

£3.45 

£ 13.45 

£ 13.45 

£D.45 

£ 16,45 

£ 16.45 

£ 16,45 

£13.45 

£ D.45 

£ D.45 

£ B.45 

£ 645 

£ 1145 

£ D.45 

AVAILABLE 

£ 16.45 
£D.45 
£D,45 
£D.45 
£D.45 
£ 16,45 
£ D,45 
CD.45 
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£ 16.45 



YOU MUST BE 
JOKIN(3l 

£ 16.45 
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ISiOT 
AVAVLABLE 

£ 16.45 
C 16,45 
£ 16.45 
C 16.45 
£ 16.45 

AVAILABLE 

MOT 
AVAILABLE 

NOT 

AVAILABLE 

£ 16.45 
£ D.45 

hiOT 
AVAILABLE 

NOT 

AVAILABLE 



MOT 
AVAILABLE 

£ 6.45 
£ 6.45 
£ 6.45 

MOT 
AVAkAELE 

£ 9.45 
£ 6.45 

MOT 
AVAlU^BLf 

£ 6.45 
£ 6.45 
£ 6.45 



MOT 
AVAILABLE 
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£ 6.45 
£ 6.45 
£ 6.45 
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£ 

£ 



9.45 
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£ 9,45 
£ 6.45 
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£ 6.45 
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£ 6.45 £ 6.45 £ 6.45 
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£ 
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£ 



6.45 
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Ghouls 'N^ Ghosts is possibly the only orcade game wH(^B» 
between-the-legs joke potential. David McCandtess grabbed ^ 
his latex vampire cape, day-glo fangs, a far of fool-your- id 
friends fake blood and went, like a bat out of hell, to the 
depths of Abbadon (well Manchester actually} to see the 
horrifyingfy good work being done on the 16-bit conversion. 
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an chaster is a strange place. It raina 
atmoat continuouslv and all tha 
buildings seem to be either brown^ 
black or gray. People wander about saying 
''Aya chuck" and "Appan it was" quite a lot. 
Software Creations' offices are parked quite 
conveniently (and some might say^ ironicaMyl 
above a computer shop which, in turn, is almost directty opposite 
a pompously white-washed building signposted as The Nationar 
Computer Centre^ Vep, this is computer country all right. 

Creations shares a haMway with a libel solicitors and an Italian 
hairdressers, but the modesty of its offices ii no raflection on the 
quality of its output. Titles like Th& Santinet, Bubble Bobble, and 
Bicnic Comm&ndas have surfaced from these backrooms and its 
reputation has enabled Richard Kay^ its young Managing Director, 
to nab what has to be one of the juiciest coin-op licenses for some 
time, Capcom's Ghouls 'N' Ghosts. The 16-bit incarnations have 
been constructed by Day id Bromdburst art worked by Andr&w 
ThrelfBlI and ma astro ed by Trrrt Follin, 



THE UGJNNING. 
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oftware Creations is one of those 
companies- winose name rings a 
bell, but you can't actually match 
the name with a game. ""That's because 
the connpanv has something of a split 
personality/" explains Richard Kay. 
"There's Software Creations and then 
There's Software Creations Ltd." 

Huh? "Th-e former ig the ho me -micro 
software development department. It 
deals with all the arcade conversions 
and other stuff in Europe." Whereas the 
limited company is a banner for ali the 
ROM (Read Only Memory^ development 
the company now does. ROM develop- 
ments seems a bit of an obscure term. 
What exactly does it mean? 

Richard waves a few important 
looking papers in my direction, but I 
only catch Ehe words "CONFIDENTIAL' 
and 'NINTENDO' stamped across them 
(in blood for all I know}. These clandes- 
tine papers are so hot Richard has to 
w^ar asbestos gloves to handle them. 

""We're offical devdop&rs on the 
console."" He grins proudly. Not only 
because he managed to remove the 
asbestos gloves without ripping his 
cuticles off, but because there are only 
three other official Ninter^do developers 
in The UK. The others are Elite, Ocean 
and Rare (formerly the legendary 
Ultimate - Play The GamcJ- His grin is 
also widened by the fact that 1 in 4 
families in America own a Nintendo ^!>i^^'_^ ^ 
- that's 80 million units. 80 million "^T^'^-- 

pot^ntial sales, SO million possible ^ 

Software Creations logos adorning 80 
million possible US television sets... 

I hear the distinct ringing of cash 
registers in the backgroAJnd. Richard 
disagrees. He describes the long weary 
route From the game to the dosh. 
"If we have a ga me fi njshed now, it 
won't ^ven be looked at until the end of 
the month. And tfien it won't b^ 
allocated until th^ second quarter of 
19S0- So you won't get paid until 
several months after that." Without 
doubt a bit of a bummer. 

Ri'^hard, previously a mere program- 
mer and hexadecimal dogsbody, 
formied the company in [nostalgic tone) 
the Spring of '86. The sister ROM firm 
started in February last year. They've 
been working on Chotiis S'ince January. 



THE GAME 



ou play Arthur, King of the 
Britons, chivalrous knight and all 
round nice guy, as he careers 
across five landscapes in an effort to 
rescue some bint who's been kidnapped 
and jimprisoned m tha most hellish of 
cells. Hell itself in fact. The path of the 
game takes you across deceptively calm 
countryside, through deceptively 
deserted countryside, up to Mount 
Olympus and down into the echelons of 
Hell (not your average Bank Holiday day 
out by any standardsf. 

On the first level Arthur lopes 
through a graveyard and then out into 
the great green outback. Grim reapers 
are coughed up out of the ground, while 
vultures and skull- spitting vegetation 
perch in awkward places. Arthur fights 
these with a combination of dexterfty 
and projectile weapons- He starts by 
bunging swords about^ then progresses 
to daggers and axes by shooting chests 
and collecting the booty wfthin. On the 
inanimate side, there are guillotines and 
disappearing bridges ro cope with. At 
the end of the level, an amour-plated 
cross between Patrick Moore and a 
green chicken awaits, guarding the 
portal to tihe nexx level... 

IMext a rotten festering ghost town 
conceals bouncing skulls and mutant 
flies, as well as hyperactive red gar- 
goyles and blue serpent jobbies. 
And just in case that little me- 
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THE PROGRAMMER 



Apart frqm his irn peccable taste in 
Chn^tJan names, Da\/!d Braadhurst Is 
also a talented programmer. He's 
converted SubNe Babbh, LED Stormrl 

and Bionic Comm&ndos. David's 
computer history reeds like a cliche. 
He b^g^n by tinkering on the cus- 
tomary Sinclair home computer (ZX- 
81 in this case); he later upgraded lo 
a more acceptable mrcrq ^Commo- 
do re 64); produced his quota of 
compfetely embarrassing games 
{Mr.Ffostie And The KUter Penguins 
and CS Cftv&}. He was then messed 
about by the usual connpany- 
d&sti ned-to-fold (Icon Designs) before 
finally finding a job with a reliable 
firnn (Software Creations) where he 
works happily to this day. 

The idea of doing an arcade con- 
version has always appealed lo me 
because a few vveeks 'testing' the 
arcade original doesn't seem that 
much like hard work. How long did 
David spend 'testing' the coin-op? 

'"It took us three w&eks and luckily 
we found a lest mode on the arcade 
and used it to see the graphicSr back- 
grounds and animation," 

The conversion was a mam math 
task. Was he daunted? 

"Had it been my first project I 
think I would 've made for the nearest 
lOth floor window. But since it's my 
fourth project I've got the experience 
and the confidence to cope... I think. 
The first thing I 
faced was the 
scrolling [he snarls]. 
Th^ttook a while. 
Then I had the 
graphics for the 
main Arthur sprite 
moving left and 
right at the starts 
but I ran out of 
[memory, so he had to be flipped. 
Next problem was to get him 
ilking up and down the slopes. On 
normal platform game everything's 
straight and rigidr whereas the terrain 
G "N' G is uneven. The ground had 
|0 be indexed to a table which con- 
"tained its height, just so he could 
walk up and down." ' 

Sounds complicated. The arcade 
fcontained far mo.-e spriteSn how did 
[they all translate onto the 16-bit? 

"The sprite routines are simple but 
^he sprite logic is dffficuit, mainly 
>eca use there's so much of it. Every 
pevel is essentrally a separate game." 
Just to fuel the eternal 'better than 
pours' debate, I ask whether David 
>refers. the ST or Amiga. 

I prefer the Amiga, but it's not as 
good as everyone says. It takes a hell 
^f a lot of memory to get a decent 
p&croll going. I do like the btitter, it's 
not any faster than the STs sprite 
routines, but you don't have to have 
shifted definitions/' 

WiJf there he any difference 
between the ST and Amiga versions? 

"Definitely. For a start the 32 B 
colours on the Amiga will mean mo^P 
detailed backgrounds and the 
scrolling and music will be better." 

_ 'jS, 
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icky series of 
:)by trapped 

1 r m s a n d 
red hot lava 

CO navigate as 

^erebrus (the 
canin& th^t 
gu&rtJsthe entrance 
to Hsdes. Mythiv&i 
Ed.) awaits, stand- 
ing guard at the end 
of this leveL 

More beast and 
behemoths popu- 
late level three. Th& 
whole styfe of the game changes here into 
a vertically scrolling shoot em up. A plat- 
form carries you inexorably upwards while 
packs of knights and statues -"have a go'. 
Then you have to high-tail it across some 
d em on s' to ng u es (e uch h ! ) to co nf ro nt th e 
bulbous eye at rhe end- 
Level four is the gooey descent to Hell, 
taking place across a slrmey viata packed 
with oversized vegetables and man-eat- 
ing flora. Caterpillars and more grim reap- 
ers are your enemies here; some serious 
reflexes are needed if you want to survive 
the dreaded slippery tubules and sinking 
sunflowers. The final mother is a great 
big massive green boil, protected by some 
creepy beetles and spitting pores- 

Level five is hell (literally), culminat- 
ing i'n a confrontation with Beelzebub 
himself. By this time you should have 
accuJumlated a few "super-weapons' to 
aid you in your fight. These are quite 
inventive: one ignites the platforms in 
front of you, nicely oxidising all the 
creatures within range: another 
conjures a mirror image of yourself, 
who follows in your wakn-, doubling 
your fire power; another mega weapon 
attracts massive lightning bolts to your 
armour, electrocuting everything else. 



UOODT SCROUlHft 



What does programmer Dsvid 
Bfoadhursf have nightmares 
about? What would he happily 
wire up to the National Gnd and 
electrocute? Just what makes him tear 
out his hair and jump up and down in 
pure white frustration? 

"That bloody ST scrollingr 
David has several other adjectives he 
uses to describe the ST's scrolling 
ability, but printing them here would 
require profuse use of asterisks. We 
settled for describing it as "the pits". 

Ghouls 'A/' Ghosts is an aPI-action, ail- 
scrolling game, and that scrolling was 
probably the most daunting task in 
converting it to the ST. Unlike the 
Amiga, the Atari has no inbuilt hard- 
ware for shifting the screen at speed, so 



m 


^ 


m 


^ 


Wfi 


L i 

■ . ' ^ 1 



f ' I. Ji * 1% 



JftlLI 



Anilrew vms a map editor, wrlH»rt 
by David, to dailgn the lev«li. 
Tli0r6 am 1 20 pr«-dailgiiAd blvck s 
p«r l»v«l, wfilfh arv stared in taur 
preset defiattiani fe provide a 

dftCAHt $«r9||. 



programmers have 
to write dedicated 
routines to scroll the 
ST display. These 
aro often horribly 
inadequate. How did 
David solve this 
"bloody" problem? 

"With great 
difficulty/' he hisses 
through his t^eth. 1 
have to have all the 
background blocks 
(the scenery etc) 
shifted in memory 
four times per blodc 
to achieve a reasonable scroll. There art 
120 blocks per level which take 32K, ard 
then they're shifted four times so that's 
12SK. It's the only way you can 
possibly get a decent scroll/ 
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Ghoufs is gomg to be tried out 
under the company's new 
internal games-testing policy. 
Richard confesses that their 16-bPt work 
has been a little weak in the past, and 
now a group of people sit and play the 
game through for bugs and complaints. 
As an incentive Richard offers a pound 
for every bug found. So, it's two hours 
of extensive games playing and then off 
to the pub for a few jars of well earned 
bug-money. Richard spent 37 Quid on 
level one alone, but compared to a 
riotously happy public and warmly 
smiling US Gold, it's a "minor cost". 

This game is likely to suffer from 
"Last Ntnja syndrome', a celebrated 
disorder, whereby the sequel preceeds 
the original game. This game's original 
Ghost W Gabiins, is being programmed 
by Elite Systems and won't be seen 
until early 1990- 

The sequel is out at Christmas. It's 
taken a year of hard slog and blurred 
vision, and is as visually close to the 
arcade original as anyone could hope; 
thf^gameplay is accurate to the arcade^ 
rignt down to the way Arthur sticks his 
bottom out when he climbs a ladder, 

Ghauh 'N' Ghosts is one Hell of a 
good gamel {and that's an^ Heft of a 
bad pun. Unamused Ed.) 



WHAT'S WHAT 


TITLE 


Ghouls 'N' Ghosts 


' UBLISHER 


US Gold 


PRICE 


£l9.99/£24.99 


FORMAT 


ST/AiTtigo 


RELEASED 


Dec^rnber 
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THE GRAPHICS MAN 



Andrew Threif&if'B computer past i-s 
almost as typecast as David's His 
part-time job in computers fur- 
nished his home with a 
Commodore 64, that was 
promptly used as a l^^ork 
station for Andrew's 
earlier graphics. After pro- 
viding thegraphics for 
several games (unnamed 
here to avoid embarrass- 
ment} he decided to 
approach Richard for a 
'job'. His calibre was 
recognised and h^ was 
instantly set to work on the 
visuals for games like 
Bubble Bobbfe, Bionic Com- 
m^ndos and Ffying Sharkr 
With an awe some chunk of 
software such as Ghouls 'N' 
Ghosts, the sheer quantity of 
graphics, is enough to turn a normal 
graphics man into a blubbering 
wrecN of quivering flesh (probably). 
"There was a hell of lot there." 
Andrew remembers, "and we 
thought My God! Wh&re are we 
going to start? Capcom really went 
to town on the graphics." 

*'The teat mode certainly helped 
enormously. With it you can isolate 
the buikding blocks and the sprites 
and also their complex aninnations/" 

But the graphics ri^main on the 
arcade screen and youV& got to get 
them onto the connputer screen. 
HoWs it done? 

"Wellr we spend a few weeks 
'testing' the game^ getting to know 
where all the characters are. Then 
we set up a camera, take pictures of 
certain points and screens from the 
test-mode. Afterwards I just work 
from the snapshots." 

Andrew normally makes l*ke 
Picasso on the target machine but is 
completely in love with the Amjga^ 
rJList can't wait to get my hands on 
it"K He uses Degas for the back- 
grounds and still graphics, and Art 
Studio for the animations. 

The coin-op has a resolution of 
aboyt 308 pixels across by 257 
down with about eight squillton 
colours, and three levels of parallax 
scrolling. How did you manage to 
squ&Bie that much data in this 
much of a connputer? 

''Well all the graphics are smaller 
but they're in the right proportion. 
Several things had to go. primarily 
the scenic backgrounds. We could 
have had parallax scrolling but only 
in eight colours per background. So 
we decided it would be better to 
concentrate on the foreground/' 

It must be real I y satisying after 
nine months of work "24 hours a 
day" to see your finished product 
being played and enjoyed by 
people; to see all your work 
splashed across full colour spreadF 
in national magazines. "Yes it is/' 
And if $omeone were to accidently 
erase all your disks you'd do Stall 
again quite happily, wouldn't you? 
"Eh?" Only kidding 
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tST CONTACT , , . A MEETINt; OF SPECIES 
™BiITM) MEETING OF MINDS. -^^ 



Outnumbered, outgutined - humaii cimninj^; and inii^enuity artf your 
ody chance' 

Maiikiiid is prosperous, unthneatented aiKl thf refur^ milit^iiiiy weak, 
yet through techiiiail supremacy has spread throu^lumt tlic s^alasy. 
The unthinkable has tuippeiied - thousai^ds of anni_^ alien vessels 
pass uncliaUeii^ed thrtui|:!li ihe wcupierf quadrn'mts of tlie ^ilaxy, Hie 
first uoJaciun has <xxnarretJ. Alien ft^i'ces penetrate the station W.-4 
vital 10 humcin inter-galactic commtmieation. Your cunnuiK imd 
inj^enuity in txunroUine and programming the niaintenam-e drind on 
tte station is the last t>ope of tnankind, 

• Strategic ga]neplaY |^\inp months of enjtniiient. 

• Fast paced action. 

• Superb ^^dpliics. 

• Immense pky area \yAh fdur decks and entii-e ;alien vessel. 

• Attentbn to detail ^ves total eiw»nent. 

• Choice of action orientation or deep strategic pLiiy. 

^ ^ .. .ANOTHER KAINHlkD CLASSK 
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MASTERS OF STRATEGY 



Unit 1, Hampton Koad [n 



lie, Tbtbury, Glos. GL88LD. Tel; 0666504J2&5044L2 
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LASER 

SQUAD 

David McCandhss knows a thing or two obout the current 
music sceneand all things street-cred so v^ho better to play 
Blade's new sci-fi strategy loser Squod which ^ er,„ has really 
got nothing to do w^ith trendiness or sounds* 



For most people the (itie "strategy- 
game" conjures up the image of a 
dull, terrifyiriglv boring game and 
middle-aged gents with long, curly 
mousracbes mobilising around a table 
gg^ted with lots of little hexagons. Well, 
if you're like rnost people then be 
prepared to change your views, because 
Laser Squad is an example of how 
strategy ^ames can be fun, fun, fun 
(even when your father has gone and 
repossessed the T-bird}. 

iAser Squad IS. interesting and 
different for three reasons: 
flf because it hag five intricate sci-fi 
scenafioa to choose from; 
b) because it actually has a suspense 
element: and 
c) ... er, because I say so. 

Ttie first thing to do in this game is 
delegate weaponry and armour to your 
squad members. You have a certain 
amount of 'credits' to do this wath. The 
difficulty level det-ermines the numbers 
of creds you start with, ranging from 
fabulously rich to National Health. 
lOooh! Bit of politics there! Nice one}. 
Top of the range in the artillery 
department is the heavy cannon (a huge 
industrial laser gun> to the IVlarsec pistol 
ia weedy domestic handgun). Vou can 
alsa get your fair share of grenades, 
mines, ammOj machine guns, rocket 
launchers and light sabres. Once your 
squad is all 'gunned up' then it's well 
and truly mission time. 



THE MISSIONS 



THE ASSASSINS - Target: m^ga 
corporate, high -rank, big director type 
person. Sterner Regnix- This man has 
embezzelement and espionage for 
breakfast, and then moves on to 
goyernment manipulation and drug- 



dealing for lunch. Tea-time could spell 
the end of the galaxy. Laser Squad is 
deployed to pop Reg nix's corporate 
cork. But he is extremely well protected 
by hfs planet fortress and an elite 
squadron nf rombat dfoids- 
MOONBASE ASSAULT - Target: the 
omni-corporation's moon base on a far- 
away planet, concealed right in the 
bowels of the galaxy. The moonbase 
cheekily houses the movements and 
secrets of rebel groups like Laser 
Squad. . Laser Squad values its privacy 
(and has some rather unsavoury 
connection^ with the planet Soixante- 
Neuf) and so deploys »tself to put the 
nosey corporation's conk out of joint. 
RESCUE FROM THE MINES -A 
jumped-up group of 'amats" {Laser 
Squad iargon for 'amateurs') have 
Muffed up an important mine- 
installation blow-up job. Luckily lor 
unluckily depending on how annoyed 
you are at the a mats f, three members 
of the squad have been imprisoned. 
They have vital information about the 
rest of the mine complex. Laser Squad 
miss their tea-break to boldly go and 
free the prisoners. 
THE CYBEII HOftbERS - A rebef 
planet installation is being attacked by 
a squad of frumpy combat d raids, 
intent on disrupting the seismk 
equilrbrium (that's volcanic activity to 
you) of the plapiet. Laser Squad must 
'dig in' and give 'Jerry' a damn good 
British whipping. 

PARADISE VALLEY - This scenario's 
title is [Jeceplively wrong... it's not set 
in a valley at all. It's mor^ of an alien 
infested quagmire, fraught with pit 
falls, rivers and tunnels and about as 
Garden of Eden-like as Cyril Smith's 
back passage. Laser Squad must 
'penetrate' this paradise to succeed 
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LASER SQUAD 




DEPLOYMENT 



You get a God's eye view of the level 
which slices away all the roofs of 
buildings, detailing all the Hora and 
fauna, tunr^els. corridors, objects, 
toilets, doors and qq mputcrs. In fact it: 
shows everything except youf enemies'" 
position !5. Thos-e you never get to see 
(the screen blanks while the computer 
moves themi remain invisible until one 
of your teanns has eye contact. 

Laser Squsd is quite a civilised 
game. You and your opponents acrua^iy 
take turns. Each member is allocated a 
number of movement points- the initial 
numbcjr is governed by how much the 
character is carryingn how agile he is, 
and whether he's a pencil-necked 
shandy man or not. 

Rotating on the spot costs one point 
per direction^ moving across normal 
terrain (corridors, space etcf costs four 
points, while more "arable' terrain 
(treeSr grass, dead bodies etc) costs 
even more. If you eon>e across an 
enemy (or 20) then you have ths choice 
of firing. This changes the on-screen 
map. Gone are the vegetation and 
fascinating wall murals, here are the 
most tangible (i.e. shoolable) objects, 
represented by biobs and bigger blobs 
[for trees). Vou have to direct a 
crosshair over your intended target and 
then choose a shot type. 

AUTO gives you a raking machine 
gun effect but is very inaccurate while 
AIM is more precise but costJy on the 
old movement points; SNAP is a sort of 
compromise between the two. The last 
option, THROW, is an option to throw 
your weapon at an aggressor. This, 
unfortunately, is all very stupid. 

And so the game continues... lots of 
sneaking around corridors, educated 
guesses as to the whereabouts of 
enemy locationSr lip-biting during fire- 
fights in narrow corridors, lots of sweaty 
trigger fingers and swearing when your 
men get caught in ambushes. La^er 
Squad a\f&\6s tumbling into the pitfall 
which 90% of ail strategy games have 
fallen into - that is, having too much 
"strategy" and not enough ''game." 




Laser Squad is intially quite hard to 
get into. There are a few menus to 
wade through, a few title screens to 
go "Cor!" at, and a few key decisions to 
be made before you're 'dug in' on the 
battlefield. Even then The first two or 
three "moves' are quite turgid really, 
with menial tasks like arming to carry 
out. But as soon as your first enemy 
pops out of the metal work, your blood 
boils and your kettle runs^ cold (if you 
know what I mean}. 

Tfie graphics are fairly diagrammatic 
but detailed - they wouldn't stand on 
their own but they do look quite good all 
together. However, Laser Squad'^ lasting 
appeal is not in question. With game 
lengths ranging from half an hour {for a 
good massacre) to two hours (a good 
balanced conflict), seven skill levels, five 
scenarios and tho option to plot your 
strategie-s against an unwitting chum, 
i ^^er Squad should keep you computer- 
motivated for at least two rnonths. 

The soundtrack is excellent - sort of 
Pet Shop Boys meet some sampled 
farmyard grunts. Although, it's a jangly, 
iolly sort of tunor things start to become 
pretty annoying when you miss the 
music-off optionr and you're committed 
to having It blaring out continuously 
throughout the game. 

My vast (hem!) experience with the 8- 
bit version of Laser Sqy Offset me in 
good salivating stead for this review^. If 
the game was brilliant on the Spectrum, 
the 16 bit incarnation had to be out of 
this world. And it was.., and. er, it 
wasn't. [Pardon^ Ed.], The 16 bitter has 
everything rts predecessor had -the 
graphics, the gameplay, the suspense, 
the skill, the challenge, the characters 
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£19.95 
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even - but that's the point. I kept 

getting the impression that I w^s 
playing a Spectrum game on an 
Amiga monitor. Nothing's been 
changed. Okayr so there's a dab of 
colour here and there, and the odd 
sampled clash of thunder in the 
baci<ground but I couldn't help 
thinking, *"Wheres the Amiga?". 

However, Laser Squad ^UW remains 
a brilliant game, even though the 
Amiga could probably sit back, have a 
cigarette and clean out the fluffy bits 
between itts toes while running the 
game, I think hair the attraction of the 
game is the suspense element [What's 
awaiting round the next comer? Will 
the enemy find me? Where's Keith 
Chegwin?) and the intellectual ego- 
massage you can give yourself when 
you do finally defeat the computer 
fwho plays a mean gamef. Laser 
Squad has that elusive blend of 
excitement, challenge and addictive- 
ness all mashed into one. Definitely on 
the short list for all time classics and 
definitely the best strategy game you'll 
find in the shops today 
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Sci-fi strategy game 
with a surprising 
amount of 'game' in it, 
A sure-fire winner. 
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STORYBOARD 

''Right my little lads, my fiftle cherubs, mes petits onions. We are out her« (in the 

vo<uum); they ore in there (in the warm}. They're defending the shield generators!'' 

soid the Sorge, choking on the cigar-smoke slowly filling up inside his spoce helment. 

"Right lads. Two-four-six -eight who do we completely hat«?" ALIENS!!! 







UMIT^ 



^'^^ 



I It too^k us s^verof houri to get through tht airlock. The 
Sarge sa<d we should blost cur way in lik^ true COmmandbs^ 
We u>?d up 40OO rounds trym9 to destroy the door when 
Pdrvore Jonlan pne^f^d a bu^on lobelled ''OPEN AIRLOCK ' 
and the portal opened. Who soy* rh« or my is full of 
vegetable heads? 







IMIFI^ 




ma 



UHIT» 



VG'ra^ 



** 1 forgot to 90 before I left SO whefi I *pofted o foiM. I neorly 
peed myself With glee. "Con I go to the foilet?" I asked *he 
Sarge. He ^Kpfodedn "Anymore of tbat 'bladder' to Ik from you 
and you're in trouble m^ lod!'^ I wos quite frightened by lh»5 
ond iuddenljr realised I would n> need the toilet after all. 
" Besides r'^ 5ar^ added, "It's just a vseless place of jcenery." 










VLirtEmtN^ 



PKUi*0 



3 Our first sight of fhe eflemyJ -rtie scum crept up on u* from Our next miision was to rescue three squad-ettes who Um 

i^ehind. The Sarge went ape wpth his laie-<annon and fired been coptured ond Imprisofied in o mine. Apporenflv they 

thousands Af n^i in rl 4 f^#iuwn »h^ ^d-ii-FiirJ„r UUk<m *k^ ir^^l J ...^_^iJ-h £- 1 . hp . c .1 ^ ■< ,^. ./ . '^ 



OiOnB had (Icflfed, WB saw rtioit fhe StirgB had dUinrergrOtad qbouf ' phfttogrophs" ond "sheep". Hit id«a wtii to plant o 

two flower-pots, o wardrobe, matching cKest of drawers, thermp-ynudeor choree ond blow the whol« min« mro the 

and Jenkins and Anderson, our r«ar guard». He mitsed the nejtt galaxy, but I kn#w we covid use grenade » to breok th. 

enemy CAmpleteiy. prisoner* free. 
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VOAAliXn^ 



IJI4IT^ 



114 V'^^> 




onjecTi 



UHir> 



fr&si 



!^ We found o prisoner at lost. The Sarge primed ond planted 
the grenades outside the cell door, I said that perhop» we 
should worn the prisoner to stand back. The Sarge mumbled 
something about "joking" and " bloc Ic mailers and ''sheep" 
again. We detonored the grenade but unfortunofely \t killed 
the prisoner and the five squad -members, left behind to "check 
it went off proper!')^''. The Sorge »aid it didn't matter beeou^ 
they were shondy -drinkers onywoy. I respect the Sorge. 



Despite the annihilation of three-quarters of the squad, not 
to mention the demise of the three prisoners we were meant 
to rescue, the Surge dedored the mission a complete suctets. 
But now we hove to crass Paradise Vdlley, infested with 
oliens ond venomous splurges. The Sorg* *mis Hed me up and 
told me to walk ahead so I con fall into the poisonous 
swamps before he does* Cm so proud... eekj $plasH! 



revie^v 



SHORTS 



STORMLORD 




Hewson/ST & Amiga/£19.99 

Seont Badh the Crone has 
impfiisoned all the fairies in 
Fairyland and is draining all 
their life nnc^rgy in order to 
prolong his {her? its?) own 
life. You, StornnlordH being a good chum 
of Rose the Fairy and a founder member 
of the F.F.F, {Free Faries Forever! peace 
movement intend to release the said 
fairies and so destroy Badh, 

The fairies have been imprisoned in 
different areas of Fairyland, and not 
suprisingly. many varied obstacles and 
pu77les stand t>etween you and the 
ultimate aim of the F.F.F. For Example 
you're going to come across giant bees, 
vicious goblins armed with daggers, 
skeletons with bouncing heads and 
horrible creepy crawly things. 

Getting past some of these is often 
simply a matter of chucking an energy 
bolt or dagger at then^. whilst others 
need more thouyht. Take the bees on 
level one, for instancen which stand 
between you and a fairy. The pot of 
honey about 300 screens along will 
probably be of some use, but how to g^i 
it cfose enough to the bees to distract 
them is the problem. You also have an 
eagle to caPI upon for assistance, vvhlch 
win carry you to places which would 
otherwise be inaccessible. As usual there 
is a sub-game - this tiniie it involves 



throwing hearts at fairies to make them 
fall in love with you and then catching 
the tears that fall, like dew, from their sad 
eyes.Yeuchl I feel sick. 

Storm ford is actually a conversion of a 
Hewson eight-Wt smash from earlier this 
year, and Is typical of Hewson's slack 
arcade adventure style games. One 
problem games like this facer I suspects is 
that the 'left, right, pick upr drop' whilst 
perFectly suitable for the B-bfe seems a 
little old and staid on 16-bit computers. In 
addition, Stormtord hastheadded 
disadvantage of seemingly dodgy 
collision detection at points. Both these 
facts meant that in the short term I found 
the game fairly boring and frustrating. 
But. being a persevering type, however, 
I... er... persevered, and after a while I 
must admit that I was rather getting into 
Stormiord. 

The most attractive aspect of the 
game is the atmospheric background 
graphics which look exactly like the most 
stonking set you could imagine for A 
Mi'cf summer Night's Dresm, or Spencer's 
The Fsene Queen. Tons of strange 
flowers, warped, gnarled freeSr and 
striking thunder and lightning abound. 
The main sprite however, lets the game 
down a little. Although it is suitably 
coloured and complements the 
atmosphere well, the animation is a little 




"li'i like tbif officer, I wm siRnding onl 
Ihb floating lutnp of so^L when oil of a f 
svililen two drogtons cittotkv^ m^^^*" 

stilted and rigid at points, like when 
Stormtord jumps or is carried by the 
eagle. The sound consists of an averagelyl 
attractive ditty and wind howling through | 
the trees. It's in the gameplay league 
where StQrmiord scores the points - after | 
initial unfriendliness, it develops into an 
addictive arcade adventure. The 
problems are well thought out, and give 
the game an element of challenge which 
will keep you coming back to it as you 
suss each problem. 

All in all {he said, introducing the final 
paragraph with a typical summary 
statement) Stormiord is a flawed but 
addictive game and to my surprisen I 
found myself returning to it again and 
again. Definitely the type of game which 
will bring back many a happy memory for] 
anyone whOr like me, has moved up to a 
1 6-bit computer Trom an 8-bitter. 

Amigei score - ST out now 
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Microstyle/ST & Amiga/£24.99 

Paul: "It's just like the 
Sinclair versionj" said 
Jackie of Voar Smcf^ir. 
poking her head round the 
door. Wel'L IVe nothing 
against Speccies but that's hardly a 
great introduction to a 16-bit game. But 
it's about the kindest thing that can be 
said about this little number. 

The action lakes place on a variety of 
different locations <see if you can spot 
the difference between themt in a future 
universe. Yoo have to purge these 
places of nasty slimey aliens before 
they completely take over. 

Unfortunately the Exterminators - 
the good guys - are about as exciting to 
watch as Arsenal at home. The most 
distinctive character looks like a reject 
from DynamiTe Du\ and the rest 
resemble the sort of Face I ess bfurrs 
normally found in footbalJ sims. 
Graphically it's afso a let down. 

The monsters work quite well and 
have a nasty habit of changing form 
during the battle. The Critters were the 
ones that I loved to hate - horrid, crawly 
things that follow you around like 
yesterday's garlic bread. In fact, there 
are rather too many monsters at one 



"I »y i s«fy t AEiyj 
"Flue?" ^'Mfl, I ca 



time. The screen is of- 
ten cluttered with Dr 
^Vfto rejects. Just keep 
firing and you're 
bound to hit some- 
thing. though you can't always tell what 
you've hit or what's hitting you. Skill is 
certainly less of a premium in this game 
than a strong trigger finger. 

The other problem is that you can 
blast one of the oncoming Rollerbabies 
with enough hardware to put the wind up 
Gaddafi, and still end up polishing the 
ftoor with your brand new 501s. Not all 
are so persistent. If there is a name for 
fear of doorways then the Critters have 
got it. Vou go through a door with an 
entire family of the things hanging off 
your testes and then there you are on the 
other side without so much as an 
embarrassing itch. 

The game does have some nice 
graphical touches. For example, you can 
angle your gun instead of always firing in 
straight lines from the hip. This is fairly 
usefuL to say nothing of satisfying, when 
those wretched Critters start nibbling 
round your ankles and east wistful 
glances upwards. But to be honest, I 
sp^nt most of this game on my knees. 




what'» ^ir fhli 9r»ftn iltme?" 

Rie by t* I fi porter - BOOM BOOM!" 

The only incentive stopping me from 
grovelling about on my knees were the 
various objects I kept being told to pick 
up and even these often seemed more 
trouble than they were worth 

My final grouse is that f never knew 
how well I was doing. Failure to kilf 
enough aliens within the time limit 
means the destruction of a planet or 
spaceship. Whenever I was dema- 
terialised at the end of a mission, I was 
never sure if I was going to get a medal 
or be melted, 

Well, there it is. A rather irritating 
shoot 'em up in which the good ideas 
never quite come off. Instead the screer 
becomes cluttered with confusing 
monsters and faceless heroes. In the end 
f couldn't give a monkey's who won. 

ST Score - Amiga out now 
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Prove to the racing world that you have 
the guts and determination to become a 
Formula One Driver, Take the challenge 
of the CONTINENTAL CIRCUS, 
consisting of eight races in eight different 
countries. YOU MUST NOT FAIL! 
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DOSH 
EATERS 




Deep in the darkest 
de|rths of London lies a 
place more secret than 
the Batcave and more 
taxing on your wallet 
than a night out at 
Stringfellows! ZERO'S 
Almn Ti^gnkins and Maff 
Biefbx went ' pec kefs- a- 
bulgin' to the 
Electrocoin warehouse 
to turn on^ tune in and 
freak out at the latest 
and greatest dash 
eaters in town. 




Ycju'll be pleased to know 
>v«'ve kept ^he rotings pretty 
simple here in Dosh Eaters. 
The overolJ ma He out of five 
stors (well Space Invaders 
QCtudlly) shows our general 
response to the game - it'» nol 
just a reHeclion of the game's 
graph ici or playability^ For 
exomple five Spoce Invaders 
Indicate o mego gome^ while 
a single alien - v^eJI^ er^ a bit 
of a duffer.^. 



this particular Eleetrocoin (and we're not gonna tell you wh^re if h 
- so fherel Ed) is the place where most of the coin-ops that find 
their way into yoyr locdl arcades start off life in this country « It w 
set up ten years ago by John Steigides and Dan ttolman. In the 
early days they brought you the likes of Poemon, Space Inyifoders 
and Defender- today they've probably already got next year'^s 
Christmas number Qne* This ifionth> tvifo of the main contenders for 
the Kung Fu crown (currently held by B^d Dudes} are fightmg it out. 
One of 'em, Spe^iot Protect Y, isn^t a classicjr but it does have ihat oil 
important 'Til just give it one more go''^ factor, 



1 




Konami/50p a go 

. atch your back 007 'cos 
someone's been ehecking oui 
your movies. Yes folks, 
Speaai Froj&ct Y begins with |h& same 
spotlight sequence you se& at the 
begmning of all th& Bond films. 

Once the game gets started you find 
yourself flying across the sea Spac& 
Harrier sXyle towards an island, but 
donn let that deceive you. Ju^t when 
you think it's safe to zopm a-cross the 
water, a huge mother of a transport 
plane drops in from the top of the 
§crec3n for a cuppa and belches out an 
"orrible shower of nasties - iVs at this 
point that you discover what the Mre 
button is fori 

Wipe out the first wave and there's a 
few Black Hcikv^type helicopters waiting 
to unleash yet more baddies: if you 
survive those, it's onto the second level 
for yet more mayhem. 

Having landed on the island the 
action changes to a horizontal scroll. 
Here v<iu have to fight your way 
towards a rock -topped building (this 






Itoy, wltlrt'9 nil this? I itidn't aik ler 
«■ ■ftcopt. W»tid«r If ffi«r« mr^ «ny 
fkcirki b«lvw? 

involves fighting a whole load of new 
meanieSr Kung Fu-style) jumping up to 
gangways platform-fashion and kicking 
the sh.... (Snip.... Ed) out of even more 
thugs. 

As you progress you get the chance 
to pick up 3 selection of fisre arms 
including grenades (hold onto these 
'cos you'll need them later to l^ill the 
end-oMevel fat thug). IF you sur\^ivt3 to 
the third level (you jammy sodf you've 
made it into the building. Now you have 



l4«k bahind y«ii! You na^bA ahl« f4 
walk an liriilftr, bvt these jeken con 
fva and the one with tfa* haii§ gltdfrr'ii 
abaiit la knatk y4vr bimk mH* 

room of even more highly antisocial 
individuals until you reach level fourn 
where you find yourself outside once 
again with more platform-type balco- 
nies to negotiate, 

If you7e a real hot-shot you Ml end up 
outside a fenced-oFf mansion wher? 
youHl confront a real bad mother in a 
black overcoat. Beat this guy to a pulp, 



Tlar* I was bobbSn' alongi, than all «l 
a luddAii Mikm Mmiih dr«p» in - gofi 
«varywk«rfr da«in't h*? 

run up the path toward the mansion 
and you1l find yourself race to face 
with.., er. Tm not telling, youW havi? to 
go and play itf 

Sp&d^f Project V has ^k eel lent 
QraphiCE^. great gameplay and it's surelo 
keep you enterraine-d for many a wet 
weekend. Konami has designed this 
with very well defined sprites and 
enough colours to keep you cilued. 



ZERO 



dosh eaters 




AQUAJACK 

Tailo/30p a go 

Tiis multi-levd hovercraft extravagan?^ 
oiays along vgguery Op Wolfish i'\n9S, 
wih you control ling an on-screen 
crosshair cursor and yayr little red craft 
iu$t bumping afong after it. You get two 
weapons (ordinary bullets and super 
missilesi and a jump function, allowing 
you to clear logs and floating mines etc. 
Pretty graphics, an easily animated 
cefilral sprite [it's just a big red lump, 
really f and tNe normal range of tank, 
h&licppi@r and gunboat adversaries make 
ft a playable variation on the theme. 



ifflSJOt?©! 



OMEGA ALPHA 

UDL/20p a go 

This is a bog standard vertical scroller. 

with littie else to recommend about it. 
TliB honeycomb backdrops are vaguely 
attractiver while your ship makes a 
pretty Catherine wheel explosion when 
it dies and, um. that's it. There are the 
usual number of power-ups (though 
they alf seem to do the same thing) and 
I can't ba bothered to wrfte anything 
else about it. Next^ 




SKY ADVENTURE 



Alpha /20p a go 



As cheapo vertical scrollers go (there 
seem to be a fair number of them about 
at the moment) this ain't half bad. From 
the '30s a'u race title screens to the 
spooky mad-dictaTor-crossed-with-the- 
(and-lhat-time-forgot storyline, it's all 
vaguely charming - and slightly more 
than vaguely well executed too. You get 
a choice oJ four old fighter planes to fly 
in, each equipped with twin machine 
guns aind an es^tra special weapon 
Ibpmbsand a flock of mini aeroplanes 
etcl- while the baddies range from Fire- 
hreathing dinos to boomerang-chucking 
natives, with the enemy squadrons gf 
the evil General Claude himself, in 
between. Not too bad at air - g ive it a goi 



SAOAIA 

Taito/50p a go 

What's all this 'sagaia' stuff then? Unfortunately my •frather non~existentJ 
grasp of Japanese means it's ail Greek to me (or something). ApparenflVr 
though, a "sagaia' involves frying a little space ship along and shooting 
things. Ho hum. So much far originality. 

StilL as hopelessly unimaginative shoot 'em ups go. Sagaia isn't half bad. It lives 
\n an impressrvely big (and parnfully difficult to photograph) cabinet with two (yes, 
twol) screens lodged side by side inside. You fly m from the left of one screen as the 
waves of baddies zoom in from the f^r right of the other - then the fun begins. It all 
seems quite easy at first - the bad guys have to cross two screens to get to you 
{which means there's plenty of time to blast them} and power-up icons are plentiful. 




Btin^y! ir» a giant folar ftsh fhinf ! Looki Ukm we're in dup tratrb here, boyt! 



Th&n suddenly it all gets very tricky. Solar flares rip your ship to shreds, giaint fish 
leap out of the flames beneath you and even the ordinary aliens become extra 
sneaky -entering from behind {Lofdyf Ed) The screen flips over and scrolls the 
other way occasionaMy too^ which is tres confusing. 

The first level {which I've just been blathering on about) takes place over the 
surface of the sun, but later goes to Mercuryn Venus and successive planets out to 
Jupiter (but I didn't get that far.) Ahem. Basically this two screen business ps a fairly 
playable gi-mmick {sprites only disappear 
d o w n t he c r a ck be t we en th em f or t h e br ief - 
est of pico seconds) but I doubt the game'f I 
go down as a real coin'op classic. 
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BIG RUN 

Taito/£ 1 a go 

Whafs the point of a sit-down driving game without a hydraulic cabinet, eh? 
No answer to that one - have you^ Taito? Oh, um, you have? Ah. it seems 
Btg Run . like most racing games, does come in a hydraulic cabinet if you 
want one^ but most arcades don't 'cos: a) they cost more and: bl they're too heavy to 
lug about. Even more of a disappointment is the fact that the game is designed to be 
linked up with loads of other Big Run cabiriets - so everyone playing is racing 
ag a i nst each ot h er - but n o a rca d cs o utside 
J apa n {a nd pe r ha ps t h e U S A) have e n oug h 
machines to do it. Shame. 

StilL even in 'boring' non-hydraulic, 
no n- linked up mode Big Run turns out to 
be a surprisingly jaunty little bash. Your 
motor - in this case a rally-going Porsche 
Turbo - has all the usual controls {two 
gears, a brake and a throttle pedal) to keep 
it vaguc^ly under control, plus a neat horri 
gimmick which, when honked, clears 
other cars out of the way. All would be 
hunky dory, but there are some of the 
twistiesln turniest mountain paths around 
helping to send you spinning off. Whigh I 
did -a lotf 

I've a few complaints though. Chiefly 
that the graphics seem a touch blocky and 
cruder but it all runs fast and while 9;gffurt 
won't break any barriers it will win a fair 
few friends. I think. It's certainfy more 
playable than Ovtwn, Give it a go anyway. 




Bi^ Run is based on fh* Paris- Dakar 
rally* Tliar* arA nvmerDus stii9#£, 
*acli fine p nightmare mi twisty 
mauntaln pmabs^ bumpy lurlac*! pnd 
fkldily beads. TikMl 
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CRIME CITY 

ral5umi/50p d go 

Here's yet another clone from the 
people who brought yom Bsd 
Dudes, with just a touch of 
Operatton t^o^f thrown in for good 
measure. Yes, wvhat wa h^ve here is a 
two player, horizontal -scrolling Kung 
Fu-pick-up-a-gun-and-Wow-t he-suckers- 
away job. Then just when you're getting 
into it, the action suddenly changes to a 
3D shoot- out. 

The game starts^ as you ve already 
guessedr on the city streets. Scrolling 
along you're gi^ven the chance to beat 
up assorted thugs, then pick up a 
selection of firearms and blow away a 
bloom in' great black doberman. Level 
two is a hoot. Here you jump across the 
top of speeding cars and trucks and 
onto hanging platforms to progress o^ 




Tlt*r« I w«i witit my flAllul «f dAllDn 
wh»n fh««» dudtft it«Ft9il taming at 
me Iram oil dlrvcliafim. Suddvnir I* 
wai ^vnil^hf Af rh< OM C#rrwl far m« 
nml <yrlaEni t«r ttl«J* pvnkil 

your way- I loved the Hell's Angels, who 
roar in with their choppers. After the fun 
comes some real hard fighting in an 
underground car park, where the action 
ke&ps switching between 3D and 
horijontal scrolling. 

Survive all this and you find yourself 
in a bank. Your job here is two-fold = 
first you have to blow away the beddi^s, 
then rescue the hostages. Once you're 
outside again, you move from a scrap- 
yard to a seafront setting, rescuing 
more hostages on the wey. If you're a 
glutton for punishment you find 
yourself back on the city streets again, 
but this time the urban guerrillas have 
flame throwers and petrol bombs, plus 
more tjloody dobermansi 

The sprites in Crime Cfty are medium 
sized and well drawn. The colour choice 
is good and though not an earth- 
stopper, if s fun to play and should end 
up in ma$t arcades, 




liii'^l Mi«r« »ni«tfilHfl up witfi th« 
•cal* harv or l« tliti tli« liigg«it T7a 
MMMmulf fmnh In tlw world? 

UN SQUADRON 

Ca|Kom/50p a go 

The latest in a long line of games 
ffom Capcom is a bit of a let- 
down, Tm afraid. The presentation 
graphics are well laid out and detailed, 
with the first screen giving you all the 
usual crap about your all important 
mission to save the world. Then you get 
a screen with three youthful pilots and 
you have to choose between a Tomcat 
and an A 10. Hailing made your selection 
your pilot disappears and your plane 
zooms off to do battle. 

It's when the game screen comes on 
that the graphics go downhill and 
poorly- drawn planes and backgrounds 
abound. If this one ever makes it onto 
home computers, some graphic artist's 
going to have a field day improving on 
them. Thankfully the gameplay Is better 
than the graphics, even if it is a cross 
between Defentfer and SUkworm. It's a 
horizontal shoot 'em up and all the 
usuals are there including extra 
weapons. Level one sees you blastin' 
the hell out of an oil refinery complex. 
Enemies include Hind 24 helicopters 
and T7,2 tanks so you could almost call 
this Commie Sashing Squadron. Ttiis 
two-player game is not up to Capcom's 
usual standard- 
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bax»ka 4ir a iwulron b4mb? 



J©'!®?© 



iffliTOS 



CONVERSION 
CRAZY 



It'i becoming tti« rub in hoftie 
cempuNf^ til at in ordar to get rti« 
Chriitmas No 1^ you havn to 
convort an arcoda giant. This year is 
ne exceptiQn^ Domaric hcif Horrf 
Drivin^ {you know Ihe driving game 
where all thofe stupid tieodn look 
down on you o» you screw up)- 
Oceon hos a double-borr«ll«d 
oltack with Ciiose HQ where you 
drive a block Porsche and Opera- 
rian TliuiTderbo/f - ^he spy rescue 
j|i«ot 'em up* 

Meanwhile, Acti vision is firing e 
brood side with Altered Bmasfr Super 
Wondor Boy and Dyrtomi>e Ovx, 
plu^ Powor Drift and then early in 
I990 it'$ giving ut G^tojsy f&rcm. 

Who'll get the [ackpot this yeof? 
Only you have the onswer to that 
one, so go out ond vole mth your 
nickers. (For the benefit of the Ed - 
that's not sexist - it's eoelcney slang 
for money) (Whmff £d.J 



TOP OF 
THE 'OPs! 

Z\ We ol ZERO wont to 
■;-^^^ I know your fovourile 
" arcode - so no 

marter where you live, whether 
it be Lands End or Llondudno, let 
us know about il and its games- 
For instance - did you know thof 
the arcade at Pan tin s Holidoy 
Camp at Breon Sands 
fApparenrfy it's somewhere in 
yokei land aut West Ed. J hat 
Ouff-un Turbo and Continental 
Cirtu^ plus another two dox^n 
rave gomes? 

But for the most 'up front 
and street cred' arcade in the 
land I re<oiTtmend Casino 
Entertainment in London's 
Tottenham Court Rood near 
Goodge Street tube station. 
They've got games in there you 
ain'^t never gonna see anywhere 
else and they get all the big 
ones first. From your replies 
well print a Top Ten Arcade 
Chort each month. And don't 
forget to send in your high 
scores ond see your nome up in 
lights on otir High Score To We, 
plus any hints and tips. So pur 
pen to paper and send them to 
Dosh Eaters, ZERO. 14 Rathbone 
Place, Undon W1P IDE, 
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liPlif toll cofiabiat* cfficilvi 
guphici imd 4^pvrt tooDd in ■ 
T«Y FiI«V^^^^ Ititic. From Lbc 
word (o. It afFfcff i «i^t nrtitr 
of aplicKDa uid pLiyA^Et vnb- 
junci. It jtra fAB^ AOmtEliMj 
dlffcrwil, 111* ■ looL'v 
AMICA ACri&N. 
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GH AMIGA £24.99 
ATAiaST £24.99 
BMPC £24.99 
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anto an ^X particle''^ 
nccelerated them to 97 p«r 
cent the speed of light/ and 
shot them into the Dream- 
trock Corporotian's Security 
Computer to have a look at 
trtterphase. It was a tricky 
process^ (Seao bruised his 
little finger) but ^e^ll go to 
any lengths for you loti 

til the 



m 

m, the 
.rid of 

>mas at a 
..me when 
evervofi^ 
has a lot 
f s|Mire 
iifia Oil 
total 
idustrias. Ai 
a result, the leisure industrv haa 
expanded beyond all recognition^ 
and one particular form of 
entertainment has come to 
dominate: the science of Dreain 
Recording and DreamTracks, 

DreemTracks (recorded patterns 
of imagination) which are produced 
by mylti-national corporations but 
the 'Dreamers' dre being 
subliminally brainwashed by the 
power classes who are peppering 
the DreamTrachs viith pro- 
government propoganda. Ouite 
franklVt thia ien^t cricket. And one 
" ^" " lething 

out it. 
iiadd <the 




roings 
" - ind 
the 
tirity 
I basically 
_ boodle. It's 
««^een Tron, 
Max Hmadroom, Joe BQ and Lassie 
Fmd9 Yet Anothmr Boy Stuck tn A 
"^ sha^. 
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unc: Right- You have 12 floor- 
plans {th^ diffsren! levels) to 
study and you have to allow 
your "girlfriend' to pass from one end of 
each floor to the other without walking 
into any hazards. For [nstanc^r thar<3 are 
video cameras, which, if th^y spot herr 
will relay the information to seckJrity 
drords who will then track hcsr down and 
kill her. Turning a carnera offr then, is a 
good id^ar but to do it you have to go 
into the other bit of the gamie - the 3D 
world 'inside the computer'. You can 
sumn^on up info on what the camera 
"off-switch' looks, like and hra up the 
navigation computer (which wlil show 
you tha way to go^ before you plunge 
into this weird world. 




Aha! lliere't the deals p that leunchef 
the aervplene lh7ngi«Si It 'it ripe for a 
Ihemlng mliille, J 'II lie beund. 

It's reaNy like being inside a rather 
bizarre computer. All you need to know 
is that the animation is absolutely first 
tiass. Oh, and your 'ship' is controlled 
entirely by mo user so get a ZERO 
mouse mat- (Out soonH Once you've 
tracked down the camera switch, shoot 
it, and the camera is turned off. Time to 
go back to the map screen to plot your 
chick's assault further. 

As you progress through the levelSr 
youil encounter all manner of hazards 
to interact with in the 3D environment: 
locked doors (er, you need to open 
them); turntables (they send guards off 
in directions of your choosing); pressure 
pads {you need to avoid them. Um, and 
sometimes you don't); i^lectrified floor 
(frazzles the guardSr unless your chick 



touches them first in vvhich case they 
frazzle her f; workshop systems (where 
you can manufacture items you have 
accidentally blasted and then realised 
you need}. And there's more, but this is 
a mission of discovery, so I won't spoil 
it for you. Basically it's a case of looking 
at the map. thinking "how on earth can I 
do that?" then sussing it out and going 
inside the computer to carry the plan 
out in shoot 'em- up style- 
So how does the mix of brain-power 
and razor-sharp reactions match up? Is 
it a perfect blend or are you left wanting 
to jump out of your top window? Um, 
no actuaNy. To my way of thinking it 
comos down too heavily on the cerebral 
with not enough thought to the zapping. 

The shoot 'em-up element isn't de- 
manding enough to satisfy someone 
who wants to 'get things before they get 
him". Maybe it gets a lot harder on the 
later levels, but the trick in ess of the 
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Uli*«bi Under attack from d lulurtilk 
cahbaf ■ crat* 0*$ « planed 

Strategy element can bog down the 
most ardent shoot 'em-up fan until he 
{or she} just gives up. Maybe I haven't 
applied enough 'thought' to the 
problem at hand, but there you are - 
that's how I feel in IQ tests. On the other 
handp the dedicated strategy buff might 
w^ll find the 'arcade' sequences 
(regardless of the impressive graphics 
and sound) something of a bind. 

However, there's a "sub-set'of people 
with the IQ of Sir Clive Sinclair, the 
reflexes of Roadrunner and the patience 
of a lighthouse keeperr who will love 
this game. It's a blinkln" clever little idea 
and though difficult it's impiemented 
with sheer class. . 
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A liErdisWy i^anuf atralegf/ 
^IiudI 'ein yp with Dulslanding 
graphics and brillifinl sound. 
BtlT... it gets tqo ha.r(| FAR too 
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1* Hi* rtartiiig point ffpr yovr 

Ehiek I 

a* 1km flnt lock«l door. But 
don't vnlock it vntii y«v'v» 
dealt wNIi tli« first caitiftra 

3. fli« first camero. Thii 
iitds to li« switcKod off by 

ClHldd. 

4« 111* tocond caiwiora* Loovo 
HiTf on. As yowr 'bo bo' 
paii«i, it'ii iot a doloiic^ 
drtttd Into nrMtton on Its pro- 
sit |Mith - wliicb moons 
jtwon't bo 'in tho wny' m bit 
on. 
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LEVEL 01 
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Anothor fockod door* 

A. Anollioi- ono* (Yownl- 

7. Tho lift. ''Going vp to 
[tvfti two!'^ 

Si This shows Iho powor of 
niflgnification ovoiinblo. It's 
crucial Hioi yov soom in ond 
chMk things out * ivhot looks 
liks o full stop might actuoliy 
be m pif tipro of tho 
pMigriinimers (or somothtng). 
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£24,95 






FORMAT 
RELEASfD 


ST/ Amiga 


1 D«c«nib«r 
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Sean^ Lef s face it. the chances 
qf getting the brain of a 
technical genius and the brain of 
a mega game designer squodged into 
the same skull are practically nil. So, 
when a game like this comes along^ 
pushing back the graphics barriers in 
huge chunks, fun- wise they're generally 
sbout as GKciting as playing tiddlywinks 
with your auntie who died last year. 

imageWorks, doubtless awgro of this 
problemetten got round it by getting one 
person to design it. and another person 
to work on the actual gameplay. Two 
br^in$, two specialists and two gkulls. 

Wtll, almost- it's the fastest solid 3D 
ever but to be honest, this fact doesn't 
impress me too much. The graphics will 
be improved on eventually, or maybe 
within months, and exceHenl games 
have certainly been created without 
stretching limits, so barrier-breaking is 
no real indication of playabiMty. Thn 




Herv's lli« bvrk wllh fhti electrlceil 
cabi* ftftllotaped to the back of his 
'l«ntli«rs'» Bleeeeegh! Whpt p gimp! 

only way to judge any game is by 
comparing it to others currently 
available on the nuarket- 

Fortunately, fnwrphase manages to 
create a believable, imaginative 3D 
world, and pack in an addictive chal- 
lenge to boot. You will be able to tell 
from the scree nshots that fnterphsse 
ha5 truly astounding graphics, but what 
you won't be able to glean, is the 
smoothness and speed with which the 
screen updates -scrolling is too simple 
a word to describe what happens. This 
smoothness, which I would put on a par 
with some animated films, really does 
create the feeling of 'being there" more 
than any Other computer game fVe 
played. Basicallyr the graphics are 
superlative. In addition the sounds are 
very 'science fictiony", and again 
contribute greatly to the overall atmos- 



phere of the game. 

The actual game^ once past the 

cyberpunk scenario, is a sort of strategic 

shoot 'em up. Each level begins with a 
thorough examination of the map. and a 
route must be planned ahead for the 
girlie if she's going to avoid getting 
fried on an electric pressure pad or 
mashed by some defence droid. Even 
the map section is impressively 
presented, an indication that attention 
has been paid to perfecting every aspect 
of the game. Needless to say^ the shoot 
'em up sections of each floor are 
brilliant, and you can either go straight 
for your objective as fast as possible, or 
stroll around taking pot shots at 
anything that strays within range. It's 
briUiant fun either way. 

All is not sweetness and lights how- 
ever. At the end of each levnl is a section 
which involves guid- 
ing your craft thro- 
ugh a red and white 
stripey tunnel. 'May be 
Tm just crap at steer- 
in g or so m et h i ng , b u t 
I found this to be 
pretty difficult. Even 
if I finished a level 
without losing loo 
much energy. I gen- 
erally lost loadg in the 
tunnel- Personally I think it was all rather 
distracting, as it seemed to be tacked onto 
the end of each level fof the sake of it, and 
it added nothing to the game. Maybe 
that's just me, though. 

I also wonder about the actual 
■"learning curve', and whether it gets too 
difficult too quickly, thus forcing some 
people to reach an impasse and give up. 
This said!, | suppose some smart arse is 
bound to write in within about two days 
with the complete solution. 

Still, chucking my personal gripes 
through the round window, I am certain 
that no one who buys fnterph^s& can 
fail to be impressed by the mix of 
astounding graphics and addictive 
gameplay. It's a thoroughly fab game 
and i wouldn't hesitate recommending it 
to anybody. 



THE VERDICT 



HASSLE FAaOR: 1 
The tackiest, most 
awful 'sfart of 
game' sequence 
ever. Has to be 
seen to be beleived^ 
but once Fs enough. 
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ExcbIIbiI blend af 
l>r«£thtdking grapliicsanri 
Addictive gaimepl^y Vet 
analliBr impressive gama 

cQunesv of Imageworks 
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£100 worth of 
MICROMEDIA 
Vouchers - FREE 

Yes, with every MK]ROMEDIA PC Engine purchased you'll receive vouchers wfjrth up 
(0 £100, which tan be exchanged for further products in tho MICROMEDIA range. 

MICROMEDIA PC Engines arc available from Virgin Megastorns, Hamleys of Regent 
Street and most quality computer storos. So buy with confidence. 

And that's not all; 
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# MICROMEDIA is an estalilished 
cojnpHny with a vast experience of thy PC 
Engine, bf^ing the first to offur the machine 
for $a]B. 

9 Only our machineiH offer guarantood 
compatability \vith British TV Sy.s terns, 
perfect picture quality and hrirdware 
roliribilitv with a twelve month 
MICROMEDIA warranty. 

# Beware of i\\imp import55. Ynu WiLL 
be disappointed with the results of 
inferior modified machines and it is not 
worth it. The PC Engine is a machine 
with wonderful capabilities. USE THEM! 

For further information and location of your 
or write to: 



©Only MICROMEDIA offer a repair 
service, in fact right up to full replacement 
internals. 

9 The PC Engine user club is only available 
to MICROMEDIA owner** (w^ho are 
automatically logged onto our computer) 
and is FREE. You will get a cjuarterly 
niiigazine and access \o our telephone 
hotUne. Only you will have access to 
our exc lusive games tips (and cheats!) 
and information to help you enjoy your 
machine to the fuIL 



nearest stockist, rin^ 0743 271792 



_/^ MICRO 



MEDIA 



MlCR()MKf:)IA .SAI.KS AND MARKKTINC^ LTD., 

«3a Wyin Cnp, Slin:wshiirv, Shrupsihin; SYl lU'l" 

Tiil: 0743 271792, Fiix: 0743 2721ti8. 
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NORTH AND 




rnfogrames/ST & Amiga/£24. 

Seam Now before ygg get 
confysedn let me just eKplain 
somethiUQ. North And South 
is the British version of a 
French game based on a 
Belgian comic about the American Civil 
War Evervbody got that? Good rJow 
iet's begin, but first for all thasa of you 
dismayed at the thought of one of those 
strange strategy games thai people with 
beards and letters after their name find 
so appealing, fear not. It isn't one of 
those games, Um, well it is, but not rf 
you don't want it to be, {Eh? Ed.\ 

FirstlVn as it's based on the American 
Civil War, it can be played as a fairly 
straightforward but prettily presented 
strategy game. Moving your forces 
round the map^ you must defeat the 
enemy, and victory is largely dependent 
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'ir* w« g4p 'ore we go^ *orm tvv ga, 
half a J«ague^ half a i«DgM«, half m 
l»agw«.*. toy g*t the ld«a. 



upon protecting your rail network and 
the ports. Random elements can be 
integrated into the game, such as 
rainstorms (these prevent batallions 
from moving) and the arrival of boats at 
the port tarrying soldiers (whose 
soldiers depends upon who is occupy- 
ing the port at the time). 

In additionr il can be played as a 
strategy game where victory depends 
on you defeating the enemy in various 
arcade sections. There are three of 
these, the first and most important 
being the battlefield sequence, in which 
you must ffght the apposition. ObviouSr 
really. In the next one^ you get the 
chance to steal money from the 
enemy's trains, by boarding at the back 
and working your way to the front. 

Finally, there's a section where you 
must capture the opposition'"s fort. This 
is a race against the clock to reach the 
flagpole. Between you and victory stand 
enemy soldiers, booby traps, broken 
paths and dogs who attack you. Eeeekf 
The one thing everyone in the ZERO 
office said about North And South was 
'Cor... Dunnit look gciod' and there's no 
doubt that it's an incredibly slick game, 
Fronri $tart to firflish, the cartoony 
graphics and animation are brilliant. 
Even the opening sequence, where the 
options are setr is inventively designed 




I i«¥e o itory with n Ji<i|»f»r andKng, 



and superbly presented. The sound i$ 
likewrse unusual, but excellent, and 
perfectly complements the cartoony 
graphics. The arcade sequences are 
impressively presented and great fun. if 
a little difficult, and do actually piay 
pretty well. North And South has also 
got some very original and very fun.ny 
sound effects- For instance, you start 
the game by poking your cursor at a 
cameraman's derriere^ 

All in all, a pretty good mix of arcade 
sequences and strategy. I doubt if it will 
appeaF to hardened strategists, but it 
does introduce an element of planning 
and organisation for those who are 
normally rabid joystick wagglers. 
However, Tm not sure that it will stay in 
many people's drives for long, as it 
seemed fairly straightforwa:rd after a 
whiie. Still, i^t's really good fun and well 
worth a look, but give it the once-over 
before you buy, 

Amigci Storm - ST out now 



GRAPHICS^ ADBICTIVIIIESS ^ MEUU 

SOUND ixkutiomQ #4 




2 LEAGUES: 16 PUVEFtS EACH LEAGUE: 30 MATCH SEASON: U.K. 

CHAMPIOMSHSP: WORLD CHAMPIONSHIP. INDIVIDUAL PRACTISE- 

SAFtrV. PO&mONAL POTTING. ADVERTISING : RUY.'SELL SHARES: 

SAVEMOAD GA:ME: STOCK MARKET: MORALE: P.W.L F.A PTS- 6 SKIU 

LEVELS: MANAGERIAL RATJNG: PROMOTION- RELEGATION- TOUflS 

TV SHOWS: STRATEGY QUESTIONS^ PERSONAL APPEARANCES: CUi 

BREAK: PLAVER/MANAGFR ISiAME EDITOR. FIXTURES: WATCH 

PLAYER: WIN POOLS" LOANS BANKRUPTCY: SACKINGS: PLAVEJI 

OFFERS: ILLNESS: LEAGUE MATCHES BEST OF ^FJ^AMES" STATIC 3£ 

MATCH GRAPHICS: ALL ROUND PRACTISE: VIEW LEAGUE TABLES: 

PRIZE MONEY IMPROVE PRACTISE TABLES: COUNTDOWN. END OF 

SEASON EARNINGS: FULL RESULTS 
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£7J5 SPECTRUM 
4SK/128K 

Make cheque/PO 
payable to: 
Image Sf>ftware, 
TrevQJ Business Park, 
Trevol, Torpojnt, 
ComwafI 









Coming soon: 

SNOOKER MANAGER 2 

For Spectrum 128K, 
Atari ST, 
Commodore, Amiga 

Tel: (0752) 812148 
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THE ZERO/VIRGIN MASTERf RONIC COMPETITION 



IT'S A 
BLINKIN' 



.H ■^t''1^>M,|| F 1 



Jl Irr ■••• /i^i^^^ 

(And here's the second part) } 

WIN £ 50,000 WORTH OF PRIZES 







FIRST PRIZES 



50 Sega Super Syftams {Each with the Sega 
console, two control pads^ a light-gun, 3-D glosie^ 
and o free 3-D game to get you start«d)»» 

50 Goodmans' ' Yuppie Bla«tar' CD/radto» (each 
v/ith 16 truck programmable memory^ S-band 
graphic equali^er^ hirbo bass boost and loads loods 
more) 



SECOND PRIZES 



35,0OO quids warth of Virgin Mastartroiiie 
loffwaro (Le^ obouf three squill ion gougol triNion 
totally brilliant games)^ 



RUNNER-UP PRIZES 



1O,0Oe quids worth of monvy- saving vouchors 
(ol lowing you to sove heops of your hard-eorned 
spondies). 



AND THAT, AS WE SAID, ADDS UP TO £50,000. 
QUITE A WAD REALLY. 

You 11 want to know what to do Ihfs month though, won't you? Well, we're not 
going to tell you {ho ho ho). Oh, okay then but first q word from our sponsors: 
Part tirt^o of this amazing competition is being brought to you by... 
1} The grand old folk at Virgin Mostertronic 2) The sterling people from 
Goodmans 3) Us, the spiffing ZIRO team and 4) An extremely whiffy "salty 
sea-dog' fishing trawler captain from Norway called Jurgen Jugennson. {Are 
you sure aboi/f number four? Ed ). 




I:! 



STIFFY... 

And you're 
holding it. Yes, 
it's here - tiie 
second part of 
the most 
fabulistic 
competition in 
the history of 
the known uni- 
verse (and 
beyond), if 
you've still got 
last month's 
map then 
you're two 
thirds of the 
way home (pre- 
suming you get 
all the 'direc- 
tions' right that 
is). If you 
haven't gof last 
month's mop 
then you're... 

• er... well 
you're 
buggered 
really.YOU 

I NEED THE MAP! 
Nab a back 
issue! 



ZERO 




THE ZERO/ VIRGIN MASTERTRONIC COMPEflTION 



THE STIFFY CONTINUES 



If you worked out lh« ^toi-Hng pface last month (lot's face it, it wosn't such a 
&tiffy aft«r all) then you're laughing. Why are you laifghing? Because you 
start fpom the same point this month as well - that's why! Mfnd you, those of 
you vi/ho didn't work out where last month's starting pcinf was are going to 
be a bit miffed (serves you right for being thick though - so don't blame us. 
Go ond buy an encyciop«dia). Anyway, here ore this month's clues... 



Go back to where you started last month. 
Right, now go back up the 'savsagey' road, but 
at the top turn left, not right. Walk down this 
road and take the third right (opposite 'crappy 
green spiky leaf you get at Christmas' Lodge 
Gardens). This third right will take you through 
to a lane which goes down and up« Head up, and 
bear right. Keep going for a few yards and take 
a note of the name of the Close to starboard (be- 
fore the 'six sided road'}* Now turn round, head 
back down again and swim across the pond - 
there only seems to be one that you're allowed 
in, so be lawful. Do a llHle dance on the band- 
stand (if you feel in a 'get down and boogie' sort 
of mood) and chug on up and over the brow of 
the hill. This will bring you onto a road (well, it's 
called a hill, but it's a road as well). Carry on 
down to the station and get on a train. Go to the 
next station and get out on the main road* Locate 
Monnery Rood and take the QUICKEST route 
there. This will take you through a rood with a 
rather crap Welsh sounding name. Jot it down. 



Whoops! I'm nfmid w^ 

li^rec.1 fo odd en our mop in 

Issue Onf^ thq following 

dchtiiowli^dgem^nl*; aased 

upon the GrdnOfict; Survey mop 

with the p!?rmi5 5ion of Iht 

Cenlralitr of Her M^ jerry's 

Srorionety OfFictif, (cj CrQwn> 

•Ceppywrighl, REprodvCed b^ 

permit iinjn. of Ocographers' A- 1 

M*ip Co. Ltd. Sorryt 



I'm afraid Pli#r«'s i^ ffrrw to 
go into the Q^\d Run now—. 
It'll be RIGHT at 
Ihe beginning 
of the n«xt 

Goodbyei 
See you ther>. 
(Grov«l grov^f)^ 



¥*fM 



< 




What 'Bob' is tiding to soy is that we'r« not 
gomg to give you th^ final cluei and the entry 
coupon here: we'lJ be doing it next month - in the 
fJnq! port of the compeHtion - wflh details of 
^whot lo do wf^h the informotion gleaned so for 
(so you can octuolly fill the entry coupon in!) And 
with the chance to gel your hands on some of the 
£50^000 worth of prizes. You'd be rarher stupid 
NOT to fill it in. Goodbye. See you next month. 
{Grovel grovel )« 










'mi^it'^^j.M'b. 
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i^-^'iW L/ ju or ci^ I nui VI 

48K/12BK SNOOKER MANAGER Z 

Make cheque/PO For Speamm 128K, 

payable to: Atari ST, 

Image Software, Commodore, Amiga 
Tfevol Business Park, 
Trevol, Torpoint 

Cornwall Tel: (0752) 812148 



1: 
'i 
i'l 



-Aim AUSTAIR 




Hold onto your 

blodders, chums! 

Oavid McCandless 

Is here with a 

huge deluge* of 

tips, hintS/ mqps, 

cheats and**^ um... 

that's it, really. 

I'inort of a rrKklvn actually.) 



f\. 



H4.1i fill THUI^fMfr «L«TH 

Thfe iluggnrdly thre«-ta«d ikrfh only 
'94«» to th« fDiloK when il inciiri«. This is 

kh<t4iui« ri>« paHielJc creature It lo 

usele»» crt running oway that it daron'^t 

i-iik blowing in cover by accidentally 

'w«* wv«ing' on e foe't head whttit 

dithering through the Ireelapt . Heiht 



GUTLESS 4 



Here in Guttess Gully is where all 

you spineless wonders vvho are a 

bit rybbish find solace by using a 

cheat mode* Ughl A cheot mode J 

The mere thought of using a... a 

cheot mode makes us skilful 

ployers 'want to reassert our 

mo n hood by drinking five tanker- 

loods of mego-strong bum- roasting 

special- brew (for breokfost). 

Thanks go to bronzed PR supremo, 

Danieth Woodyoff, for the 

following tips. 




COLO 
EXPLORATIO 



rr^ 



WHrfiliif I Vhi 



tarriisd for rip« Hilm 

I w«iid«r«d li»w I 

could fill Hi*** oh.**. 

b«l*vHl p«9*c. I apMit m 

■If hi iDulsf and hp r afap 

{pad teHlng ■«■■■ Bar*} lii 

■■ «ll*«f ** d««ld«* ffMlly 



kllllffiit il*4lr«i*k JMi fM- 



fwmwmlUttg ^l*a > 

kindly fmt «i« ■«v»r^ 

ton!*! «f Up* aai hlPMt 

b««li* tof lA g«M« 

Itofv'i a »*l * *i *d taw tar 

Sopif '# Tcrf* I* And I 



ffc* plug! Alt H U p fc bfr«k 

Mid *tfc»n IFks H fflfl Im 

«Malii*d tram Mm UI 

CwteWAr ivrvlaa Oadk «| 

lS*ee *a€h. 1ft«r» ar* 

tifta* IHc* J#iirffl*f Woffdi, 

W«#*lki»dr, mtd i^f^""* 

Ffff* If« A»d fh*r'r* gi««t, 

fhay'^r* brill, lfc*r^»..* 

If iktmk ihmr^wm prntlUy 

f*f ik« MACMf « jww - IdLI 




VIOILANTE r 

A rather perplexing little chei:' 
mode-ettej this, Get 3 high 
score (simplicity in itself) and 
then enter your name as e'the 
rOOKVISMVPAUonthett 
or -GREEN CRYSTAL' if you^ie 
using an AmlgA Remember ta inclydsp 
the spaii^es in both cases. Then, when il 
you restart, Fl will give you a life andfi 
will advance you to the next level 



LAST DUEL 

On the it and Amiga, use 

the game with F9 and 
hold the HELP key down with 
left shift and T. Unpsuse 
and the function keys will take 
you through the levels while 
F8 gives you five extra Ifves. 
f or multiple PC cheats type 
STRIDER^ on the game 
screen. Then F9 wilJ teleport 
you to the next leveL Fe will give player 
one five liveSn and F7 wfll do the same 
for player Two (the snivelling sneak). 





crystal tips* 



"and Ali^tair 





GILLY 



INDIANA 
JONES 

Cor, vouVe got to be a 
shandy-rnan Sf you can't 
complete this game. On the 
titte scr&en type IE HO V A Uh& 
Lstin sp&tfing ofJehovsh - 
inteltectuat Ed.i and the str&en wrll flash 
grey if you've done it right. Than '2' will 
t&leport you to the prefixed points in 
the leveln 'L' will advance yoM to the 
ne^t leveL and 'V will give you an icon. 

E^ STRIDER 

Pause ihe game writh F9 then 
hold down the HELP key with 
left shift and 'T. After unpausing, keys 
L2h3,4,5 will take you to the respective 
level, while Fl, F3, F3. F4 will take you 
to the flash-points of the levels. 

SPHERICAL 

Type ^BLADERUNNER' on 
the menu screen for a variety 
of pathetically gutless effects. 






Okay, this is a hard game but that's no ekcuse. To receive infinite lives, 
hold down 'Z' when the '[nsert data disk' prompt appears, then put the 
mouse in the joystick port and hoW down the right mouse button while it loads. 



► 




crystal tips* 



"and Alistdir 




TEETHING 
TROUBLES 

This section is 

dedicated to those 

^ gomes that are 

~tougher tli an average 

to get into^ giving you 

a little heod start on 

the road to complete 

fulUHment. This month 

we're grappling with 

Sfeef and Blo&dwych, 

both deceptivety 

complex. Don't forget, 

if you've any tips on a 

tough ie to pass on, 

send them to 

TIETHING TROUBLES 

at the usual address - 

and then the entire 

universe will be 

~Ternally in your debt 




STEEL 

hen I reviewed this giame I 
complained that it was a 
mite too simple, but now 111 have 
to retract that rother over- ambitious 
Statement At the time I thaughfy "Easy- 
peo^y-jopaneas/p 1^1 1 cofnpiete it no 
ha»sle/' And it seemed no hossle until I'd 
collected all the cortridges and was obaut 
to unjam signol six. Ah, Doing this proved 
for more diKicult ihon Td anticipoted^ Still 
using my utterly phantasmag^mol games 
playing skills (hem]^ IVe managed lo map 
it ond below, to generously path the way 
for you to complete it toOn. 



GENERAL TIPS 



• Keep firing as much as possible^ 

• Most of the scenery is just deco ration, 
don't spend hour^ trying to pick it up or 
shoot it, 

• If you fancy a breather then find a 
room with a wall on one side and stand 
[or float in this case) at the opposite 
edge of the screen, tJg robots will enter, 

• After killing a squillion robots don't 
go, reeking with confidence r to the 
nearest power-up with th& intention of 
recharging all your energy. If you fill up 
to 999 you will explode. 

The most ideal fill-up stations are at 
A2 and C6 on the map. They are screens 
completely enclosed by walls so no 
androids can force their way in. 



^4 




crystal tips 



'and Aiisfoir 



THE ZERO MAP JLQODWYCH: THE FIRST HALL 



WTTSX 




BLOODWYCH 



"l^i^l 



hi$ is a very l-Dugh little number, pcirtitularly if 
youVe never pldy^d Dvng^on Master^ So if you're 
still standing blubbing at th« storting post^ lik^ □ 

complete medieval moron. Study the map of the First 

Hall up above^ then reod on««» 



GENERAL TIPS 



i Useth^ quick start option. Wandering about recruiting no- 
hope rs to your merry' band takes too long if you want to get 

dawn to some serious annihilation. 

i Cowardice is the better part of valour. Standing up to an 

assailant is rarely successful, especially if he, she (or it) is a 
mean bitch-mutha. Make sure you know the layout of the 
dungieon you're in, and use the- old 'dodge as quick as 
lightnir^g' ploy to avoid; your enenny. Alternatively, retreat 
steadily, firing nnfssiles and spells from a distance, so that he 
doe n't get a chance to gut you. 



1 



# Nasties can't open p<?rtcullises so use these as a final 
escape if all is not going well. 

If you have a choice use an offensive spell such as Missile 

or Terror to chop away sonne of the reserves of your enemy. 

Characters you try and communicate with are the ones who 
don't attack y^u straightaway^ 
t Always give your fighters the best armour. 
^ Always have your m^ge ready with a spell (or three}. 

Here are the prices for the shop. Make sure you visit here 
before entering the keep. DAGGER (SJ. LEATHER SHIELD (6), 
SWORDS nO), STAVES iB). LEATHER (7K CHAIN MAIL (121 
SHIELD (10^. Buy armour first. 

' To buy supplies - face the shop ke^^per, click on PURCHASE 
and wait for his offer. If he offers something you don't want, 
click on PURCHASE again. If you want to buy something, put 
thp appropnate amount of cash in the transfer slot and click 
on OFFER. If the price is right, the jlem will be exchanged for 
the money in true Leslie Crowther fashion. 



ZERO 
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SpeciaC !J(esewe 



Club Privileges 



membership £5.00 



' Bi^mo-nthly Buyers Guide each with details ol 40 games. 

* Memibefshipcajd, Relea&e SchedulD and a tolcJerfor (he Buyer's Guides 

- 24-hoijr c^spalctT ol stock items. Most lines in stooK. 

* Ganws sent Individ uariy by Tst class posi. Most fit iii rough your letter-boJc 

- 7 'day hotline, until Spm weekdays, 1 to 5.30 Saturdays. 1 1 to 5 Sundays. 

* Wniten notification of delays anci instant refunds on request. 



AMIGA ST 



AMIGA ST 



It's expensive not to join 



^ No cDmmiimenl. no obligation to t?uy anything and no -minimLm purchase' 
* The besi sames. caj-etuKy selsoled, avaiiaJsle at exifa<>rdinary piices. 

Weve miles cheaper than ePsewhere. Below ars a selection of ottera at prices 
you might not believe. You can bijy games al the same lime as joining - or 
join now and salaot irom our lull catalogue. AH items advertised are only fof 
sale to members and are subfact lo availability. 
f^ote: Upgrade to Omdai Secrets is offered !o fnembti^rs ofSpecfaf Flss&fve 



3DPO0L -Sifi. 

Ape ^sa 

AFTEneURNER ... ' ig'^g 

ALTEfiEDBEASI ...,,,,, "iSsg 

ARCHIPELAGOS iS^g 

Am-HUR (INFOCOH^ 1*^9 

ASTAFCiTH.,, „ ..: i^ gg 

ft**^^ ■ .6.99 

EJALAfJCE OF POWER 1990 iS^g 

BALAhCf OF POWER 1^0 (1 MEGj 

BALLISTIC . 6^ 

QA.LVHOOllMFDCOW 

QAftK^i^OK KNIGHTS ' l^gg 

3Air|EJARlAN 2 (FALACEj ia a^ 

6flF|BAPl^N ? (PSYQWDSISV-- ■ .. ..N.9^ 

ftAKLlE TALE I . . . .. 7 99 

BARDS rALE2 . {^'4^ 

BA7W.4h . The CAPED CRUSADEfl- 1 § 49 

B ATMA^' ThF movie ., , 1 5 99 

HATTlE SQuAORON ......" !r"!"" 15 99 

S*l ILtCHESS .. . .. "le'-tft 

BA11\ I- rtCH ilNFOOOMi Tg^fl 

Bc^CmvOLLEV ,.. isgg 

BE VCND DARK CASTLE 1 & « 

Bf VUND ZORK ^INFOCQWS .. ... ...::;; 1399 

QLADF WA^RRHDR „ ...i^g? 

eLOODH*0M£ir u^ 

eiOOOWVCH ....'i!"riS49 

BOMeEFI ..„ iH4g 

BOMey^AL . ,. 

BRt DGC PL AVER SOOQ ?.""."".' " i i 49 

0- LIGHT ,3 ANIMATION * DRAW) 31 jg 

CAftAL ,.... 1549 

CAPTAIN BUOOei 6 49 

CHAMBERS OF SHAOLIN J4.M 

C F *>/ PJCfNSHlP BASEBALL 9.99 

f: h AM PIONSHiP BASKETBALL .... 599 
C' I AmPIONSHIP rOOTBALL ^USA| . . 4 M 
CHAOS STN IKES BACK 

CD.M. SCEMARlOOISKS 

CHE5SPLAVEFIPI50 "'15 99 

CHESSNU.STER 5D00 '..'.'.is'*9 

CHHOhO tKJEST 94^ 

COiLOSUS C-MFSS X -........-.,'".'."."' 15 49 

CONFLICT EUROPE 16^19 

CONTINENTAL CIRCLpS , 1 ?'m 

CORR UPTIDIM (MAjG SCF^HaS) 1 3.^ 

DAMOCLES 16(19 

DATA STORM.. .. !"' "lSJ9 

DAY 01- THE VIPER . ......,.; '.^^^ 

DCFENQefl OF THE CROWif ^49 

DEGAS ... 

oejAvu ""."'.'"'"i^ii 

DfJAVUE '.'.'f$m 

OELUJCF MUSIC CQNSTinSiT 46.47 

OELLrXE PAINT in 5| 49 

I JEMONs TCfwja „. ; ;: ; z '" ^2^ 

DEMONS WINTER <SSll .'.'. ,.,'. t7 S 

DR^ONNINJA IS.4^ i2gQ 

ORAjGON SPlRir ^ 12.99 i ^ gg 

fip ACQK/S lAjR 1 1 hflEQI .. 2Bii9 

ORAGOHS OF FL*ME <SSI) ....'.-i^AB 17 4i* 

DFMKKHE N „ . . .^ 1^.59 , g gg 

OUHGEON Ma^TEFI 1^49 

DUNGEON WA&TGR |1 HEG[) ...■."■."■.Ts."^ 

DUNGEON MASTER EDITOR 7^9 

DVN Amk; DE BUGGER 1^.49 

DVNAWlTe DUX iS.Mi 

ELIMINATOR. .. , 5 99 

ELITE „ :.".TiV^a 

EMPFi=lOffl OF THE MINES ij 49 



15 '19 
1^99 
£4^ 
1J99 
15.-*9 

I4.&g 
fi.S9 

1599 

9.99 
13.49 
15.49 
14 39 

7.-99 

15.99 

1G.49 
ie.49 
1F9B 

9.9^ 
15.99 
1449 
lSi.49 
1^49 

4 99 
14 49 

13.49 
B.49 

1FJ9 
&49 

^.99 

1749 

1S.49 
9J9 
1549 
1*.4^ 
12.99 
S3.9g 
16 49 

1g.99 

g.d9 
1499 

&39 
1B94 



12.9(9 



FiSH' .jMAG SCROLi-S-l lS'99 

FLIGHT SIMULATOR ?■;. . £i49 

FLIGHT SIMULATOFT 2 

WE5T EUROPt SCEUEFtV DISK . . 13.99 

FOOTBALL MAMAGFR 2 .649 

FM2£S<PAN5IONKlT 5 §S 

FU1N SCHOOL 2 <2-6, fi-fi Ofl St-J 1 ? 49 

PUTUREWaRJ.. . ifi^g 

fUlURESPORT ii'gl 

GETTvseURGfSS^I. . ig'ig^ 

GOLD RuSHi -tSIERRAi . 9.99 

GRIOIFION iPg.S FOOTBALL^ .1 4.89 

GUILD OF THIEVES iWAfi SCRpLLSMS BS 

■GUffSHiP 15^ 

HAFED DfllViN" ,, i299 

HEiLFIRE ATTACK 3*9 

HE^SQN PREMIER COLL VOlr V ' Fe'99 
HEWSOJ PREMIER COlL VOL? 1 1 49 

HIU_SFAfl i:s5IF i74i 

HIT DISKS VOLUME 3 ,. .. 949 

HITCH HBKER& eulDE jINFCKOWj 

HO*<OA RVF 7Sfli .15JB 

HOSTAGES ....s:4-9 

HOUND Of SHADOW 16.^ 

HVBFI-S . 11 49 

INDIANA JONES I ACT ION aAME|. 'lillfflg 
INDIANA .."ONES lADVENTUREJ 1 1 4$ 

INFESTATION 1499 

mFFDEL^INFOCOW? 
iNGflfD'SBACKlLEVELBO 'i;g49 

IRON LORD ,..., i6"4S 

JACK NIC^LAUS-DOLF tG^ I EaAME.99 

JINXTER-lMAa SCROLL^ ...13 99 

XJUHNEV (INFQCOM) „ 19 ^B 

KAMP|i^t5FlUPPE i|§Si^. ..,._ ...i*.99 

KARTINGGfiA*«>PHIK . 4 4$ 



AMIGA ST 



■3.99 
E5.49 

S.49 

1^49 
r6.4# 



1F49 
14^ 
13.9$ 
15.49 
12.99 

3.4« 
1S.9S 
17.49 
17J9 

&.49 

15.49 
B.49 
16.99 

11.9$ 
iJ.99 
1499 
9-59 
12.49 
1549 

■39$ 



lfonafido 

LrFiE A*40 OEATH .. . 

LIGKT FORCE fCOWPILATlONa 

LIVERPOOL 

LOMBARD RAC RALLY 

LORDS OF T*1C RISdMG SUN 



11.9a 

1599 

11 99 

14.99 
1^49 



LURKING HOFIRDR f INFOCOMji l3 99 

MANHUHTER KEWVOflh iSlEHHAl lS.4i 
MENACE . . ■ 6SQ 

UrCKEVN«3USE ,, .13^9 

MiCflCPHQBE SOCCEfl ,. 1 j 99 

MILENNlLJM 2,2 ..-,,,. 159$ 

MONOPOLV 13 49 

IVIBHEU .";.T!"l5 99 

NEB*.JH^ 6ag 

MEUROMANCER Ij'sS 

iJEVERMlND 1^4.9 

NK^EL ^tANSEH-SflftAND PFIlic"";.".'.Jl'99 

NORTH AND SOLTTH ', ^ 15.99 

OflLlTf^MTOR 1545 

OtCS . . 

ONSLAUGHT.,. " '■'■ 

OOiE 

p,*w:land 

pacmania 
paperboy .. 
passing shot 

PAUL OASCiOINE SUPS Fl SOCCER 



...14.99 
. .15.19 
.-,. 7 49 

7.9$ 

..12' 99 
15.99 
1499 



7.4$ 
lfl.49 
13.49 

5-99 
154$ 
15.d9 



)FFICIAL SECRETS 



Anrual Membership costs £22 jUK) 

including: 

Myth i>y M'agnetiC Scrolls 

Gnome Ranger by Level 9 

6 issues 0' Confidential 

Adventure Helpline 

Special Reserve rpemb9rship. 

Please wnie for fu:l details or enter £22 
as ihe membership fee inst9a(3 of Ihe 
lornnaf £5 f»e for Spedaf RGserve. Of 
join SpBctaf Reserve and upgrade later 
for £17. Vou may request a surprise 
aliemative instead of Gnom& Ranger 

¥yfh is exclusive to members o\ 
Offidaf Secfets and 1$ ncl available in 
Ihe ^ops. I 



PAWN iMAO SCnOLLSJ i a.§$ 

PEFJSOIviAL hrtSHTMWRE IB 99 

PHOrON PAINT ^!^!nj'99 

PHOTON PAINT 2.0 11 MEG) S4 99 

PIRATES . 

POLICE OIJFST 1 ^SIERRAi .... f S 99 

POLICE OUEST ^ ^SlERFtAli ^ 15 99 

POPULOUS i6c|9 

POPULOUS PROMISED ifiJNCS 7^ 

POWER DRIFT 15.99 

POfWEROflOWE ■■; ■"■ ifl J9 

PRFCrOUS METAL C^LLECTIQU.. .. hS.4;9 

PREDATOR . lisg 

PR07EXT WORD PROCESSOI^ fl4 99 

t'UBL ISHEflS CHOICE DTP | Wf ^b 66 49 

Pi.'RP!E SATUR*^ &AV 749 

OUARTfHeACK S5 9B 

RT^pE ... :.::;;;;;::;::;::ii:4$ 

RAINBOW V^APRlOfl 1599 

RAl LY c ROSS C*f ALLENOE ,. . .'. . "1 299 

RCAL GHOSTBUSTERS 6 49 

rlE D H€ AT , 1 ^ j^^ 

HEO LIGHTNING ^SSIJ........^!^'^! 19 99 

RFO STORM RISING .......V.",'"" 16 



T liO 

1599 
11 99 
P499 

9.99 
1?sl9 
E-99 
59$ 
i'5.99 
15.99 
1345 

5.« 

1^49 

iS.9t 

7.49 
14 99 
15.9$ 
11.99 

5.99 
1?99 

11.99 
1399 
1*99 



15.99 
1599 

1^4$ 
7.99 
13.49 
1549 
15.49 

47 99 

a.4$ 
12.99 

6.99 
1&$9 
1?9$ 

7.49 
»2.99 
19 99 
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S OS UAESTFJO KT-Ua (INt, HAflDWARfti 
StoS SPfllTES 690 

STRJDER ..'.,'." 1549 

STRrmE FORCE HARRIEft .'.; 5.1B 

STflVK 1^:49 

STUNT CAR RAjCER IS 94 

SUPER HANG OW ■,"■,■■ a 40 

SUPER WQ*JDER60Y 15^ liai 

SWOROOFSODAN is'flg 

SWORDS; OF TWILIGHT . . i$4$ 

TALESPIM AD VFNTUflE CREATOR 
TALESPlJg ADV Cfl^ATCJF UEO? . ia.09 

TEENAGE aUEE*4 6.49 

TESTDRIVF . ,. . 

TETRIS ^49 

THE LOST PATROL 16^9 

THE **tw ZEALAND STORY 1599 

THE STORY So FAR VOL 3 1^39 

THREE STOO<>ES ICINEMAWAREJ fi 9$ 
THUNDERBIRCS i 49 

TiMC 4 MAGIK I LEVEL BG "■ ;," ' VgVg 

TIME BANDIT e'49 

TIMES Of LCfle ...."". "■■■■■l$4S 

TIMEWCFIKS DTP 3^4 

TRIAO V0L1 CCDMPflatioNJ gt9 9 4$ 

TRIAD V0L2 ^COMPILATHDNh r4.99 

TRIVIAL PURSUIT 1£ « 

TUHBO igga 

TV SPORTS FOOTBALL ^UaA^ ....'.'. '^ 349 
UNINVrTFD 1*49 

UNTOUCHABLES i5 9$ 

vERiyiNATDR 

VETTE (CORWETH] ......,"'.'" ifl 49 

VINDICATOFiS ....;. 1 1 ■ 

VIRUS 15 

VIKEM.. ........ 443 

VOtAGER ^, ifl 49 

WAR IN MIDDLE EARTH "" ' 1540 

WAR SHIP issn 

WATERLOO iS« 

WA VNE GRETZKV HOCKEY .. . ] ! ! " ' " 1 599 

WHIRl laiQ 10^9 

WHO FRMD ROGER RABSlt (1 MEG| $49 
WICKED. . . ^^ 

wora^BEWCH 1.3 V ,V ■ ■ ia'^g 

XENOMORt^H .. ,15 49 

XENCf4 II. MEQABLA^I ., i i"4g 

XENOPrtOiE , i5$$ 

ZOflKZEROirKFOCOM^ 194$ 



47.49 
9.99 

r3 49 
5.4$ 

1249 

1599 



1099 

A. 49 
649 

12.$$ 
12.99 

349 

e.49 
te.49 



14.99 

15.4$ 
5.99 
12.99 
1599 



1.99 10.4$ 



4.49 
1349 
1&4$ 
1999 
1599 

999 

1&.*3 
15.49 
^5.99 



EKOLDN ^.... ssg 



tl-EOFHDRUS 15 99 

f 1* COMBAT PILOT .... I s ^ 

F16FALC0*! 1(4$ 

Fi6 FALCON Mission DISK 12.99 

FAERVTALE „ , 1399 

FAST&HEAK :;ie4B 

FEDERATION Of FREE TftADEHS ...r$.4-9 

FE RRAR I FORMULA 1 1 6.49 

FieisiD'SHFRFO-SBIGiTOPOFFUhl 16 49 

Fiftt BRIGADC |1 MEGI .1B49 

FIRST WOFID PLUS 5399 



15.9e 
15^9 
1^99 



19.49 
16^9 
1*49 



KEEFT^* THIEF ^^^ 

KICKOFF .. 11^ 

K JCK OFF EXPAW&lON DISK " " " " 7 49 

KIND WORDS 2.0 |W.P| 3^49 

J?ING OF CHIOGO 3 491 14 99 

PClNG5aUEST4iSlEHRAi i'.Z'"Z.... 2l 49 

KIKK5& QUEST 1.2*3 (SleF^RA^ . ... .. ?l .43 22,^9 

KNrGHT0mClLEVEL$3 

KNIGHTIFORCE .., .. . 1499 

KRI5TAL ......... ,, -999 

f^ULT ...,;i^49 

LANCASTER i34ft 

LANCELOT ilEVEL 9) ., 1 3.4^ 1 3 49 

LAZER SOUAD . ., M^ 1599 

lEadERBQARD 9tfl0flE " T 1 & 49 rS 4^ 

LEATHER GODDESSES IBffOCOW).;. , 9:99 

LEATHERNECKS «.«$ 5^9 

LEGEUD OF THE SWORD .. . ..r5.49 5^9 

LEISURE SUIT LARRV 1 rsiERRAl 18 99 1*9$ 
LEIStJHF SUIT LARRY ? iSlERRAl . . 1 fi $g Ifl 99 



11 99 
7.49 



fl.i#9 
P499 
17.4$ 
12.49 



^ISKS |ji79p 

... J".°!^.^.'.[^*^.'*.'''!l!^'.^"'P'^'^ '^^ '^'^^^ "' ^^^P^'*^^ ^^ °" a^^ 6002M. Please r»Teinai[h9ra is a su^arge ot sOp 



RICK OANGEROUS ..... , IS 49 

RISK. . ........1S:49 

HOBOCOP ..!..!.!:irr 13 49 

ROCKET RANQEB ^. ggg 

RUN THE GAUhTTLET ' "i ^"49 

SAINT ANO GHE AVSK .. , ., 1 1 .9$ 

SCAPEGflOST (LEVEL S\ ta.4a 

SCftABiBLe DE LUi<e ..; 12 B& 

SDI i;ACllVIS»ON| , a49 

SEASTALKf R I INFOCOMI g go 

SENTINEL . . 12 49 7^ 

SHADOW OF THE SEAST Z". " ig'99 l $ $9 

SHA.I10WQATE 1 1 49 

SHiLOHiSSII.... iflgg 

SHINOBI . 1^^ 

SHOGUNilNFOMMI 1949 

SHOOT -EM- UP CONSTRUCTION KIT ia.*9 

siLico<N Dreams rLgvEi 91 $49 

SILKWORM ijsa 

SIM CITY i7"j9 

SQflOEftER ^INFOCOMJ 

SPACE ACt £?4$ 

SPACE OuEST f iSIEHRAi .... g 99 

Si^A^t QUEST t iSlERHAi f 2 49 

SPAjCE OUEST 3 ^SIERRA) 

SPEEDBAIL 1549 

ST ADVENTURE creator'.v.'.;;.;".".;".".'.. ..: . .. _ .,„ 

STAR COMMAWO SSSl> ig'ga 

STAilWARS ij9 64^ 

STAR WARS TRILOGY if 09 

STARGLIDER fi 44 

Starglider:' laea 

5TEEL ■""i2"il9 

STEVE Oa VIS SNOOKEfl l J 49 

STOS GAMES C BEATOfl jfJa 

STOSCOMPlLEfi Tg'4g 

STDSMAESTRJO. . . ....."■■ 14^ 



13.49 
1299 
12 99 
r£43 
12.99 
11.99 
1&.49 
1flL« 



7.4$ 

12.99 

ia.4$ 
349 
12-99 
1^49 
9.99 
?7.49 
699 
14.49 
19.49 
13.49 



15.99 
6 49 
1349 
12.4$ 
12.41^ 



The PC Engine PlusH 



"TJieMfineCsoiJtr HEC's blockbusting PC 
ir^fiilne has l?etn re-englnMred by a &H(ish 
comp^n^ Id produce A Mly-op^miDnal UK 
version. Clas^ie arcade sch&n- is nam only 
19i P9un<d«away.'^ 
ACE MagazirYB NQ^efTibar "flS 

PC Engine Plus (TV) £179,99 
PC Engine Plus (Scart) £179.99 

Complete rt-ith TV nr ScaU cable, jo^pad. one 
1fe& game grid 12-mantri warranty 
{Price mcludss VAT and delivery) 

Software 

All saltwar* is subject 16 availal^illly^ Many 
mtwe mies Will be evaFlat>l9 Soon. 

CVBERCR0S5 23 4$ 

VAK*(SA 23.49 

FINAL LAP TWIN 33 4g 

ROCK On 5 J 49 

BLOODV WOLF 33.4^ 

ORYMNE 33.49 

AtTER£DBEA&T 33 49 

CflyhKENWflSTEff ^49 

PeriphifalB. mcludin^ ihe CD Rofli unit. 

available &0[jn. The PC Engine is 
manufactured in Japan by NEC the FC 
Eti^e PXus irx^Judea a buifl-nn PAL boa^d < I 
afid is compaiible with a|P NEC perTph9ral& 



■C*1AN ( ChaI^ M.4i 
Space MARRlER 23 49 
ORAjGON SPIRIT 23 49 
SON A SON PI 3 J 49 
WlWilhIO car SHOT 23.49 
[XjMGEON E)(PldflEH2a.4$ 
DEEP BLUE 23.49 

PACLAND 23.49 



f Order Form 



per game for or^lers plaoed by l]eF€pfion&. 



Non-fTtefTibflf s pleasg adif The membership iee 



Name 

i Address^ 



Speciar Reserve m&mbership £5 UK. £6 EEC or £7 Worlcf 

I* ^ERO 

item 



Postcode. 

I CompLPler . 
Payable to: 



. Phone Mo, 



Special Reserve 
P-O. Box 847, Harlow 



5.25"r3.Sr3.0-rTAPE 



Hem 



Item 



,..«-.wr., CM21 9PH 

Special Rfis&fvti i£ a 1ra<^in^ nameE a\ Inter Mediares LIO 

R»0. Office: 2 South Block. Th& MaJunga, -Sawbridgewoflh HaHs CM21 ^pa 

Registered in England Number KI&4713. VAT fsg no 42^ 553? St 



I 



I 



^^ 



TOTAL 



Credit card ej<piry date 

Overseas ^refers must be paid ty cr#dil card 

"CHECHJErPOSTAL 0RDER.-ACCESS.-VI5A Prices inclmde UK Postage and Packing 

f Indudmg Cortneci. Ma^l&rcard and Eyrocard) ^ ^^ oreters plea$« acfd 7Dp per mm 

- D^\e-]% where appJicable World orders plAase add £l ,50 pw Hem 



r 



L 



%'$*i'ii''%-i'%i 
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Helpleisly sltick in the middle of a 
game? Got a tip? Then step into 
Marcus 'BinJty' Berkmann^s. 
Strcitegic Air Cominond Centre for 
a debriefing session. Whot hoi 

^Ny ho and chocks away, if $ nearly 
take-off ttme again (the wizard 
crate's fired up and Tve got 3 strdfing 
run over Hamburg on the cards}, but first lU 
read some of your letters, [firr/f/p!) 

J. Wliltitif from SI Atbani wants to 
know about the shop' in Xenon iL "What are 
the last three items you can buy?" he asks. 
WeM, I'll just thumb through the 'cla&sifiad' 
drawer in my Strategic Air Command filing 
(^abinet^ hold tight. Pfan X f tight Phn Details... 
X-Rsy Photos Of Th& Stuka F^ctvry in flerf/n„. 
Aha, here it h$: XenQH iL Righto -- number 18 is 
the Drone, nurnber 19 is the Flamer and 
number 20 is so classified I'm afrafd Vm not at 
lib^fty to reveaj its name. Hard luck, old m^n. 

Mvrk tiammoifd of R«4hll] has written 
in with a baliy good tip concerning Stunt Car 
flacef from MtcroStyle. "A 'suction pad' 
joystick with a large shaft is better for thjs 
game than a tiddly hand-held one.'' I say, 
that's a good show. He contin jes, ''When 
racing on The Drawbridge it's a good idea to 
$lay right on the tail of the computer- 
i:^or]trolled csr until you're over the moving 
ramp on the finaHap. Then overtake it and go 
for broke. On the other courses it's best to 
overtake as soon as possible. Oh, and 
spending too much ttme 'in the iir' slows you 
down, so try to keep your tyres on the track. 
And don't waste your turbo when airborne." 
Id ward Sniv*! of Wnrrlngton next, 
with some tips on Kick Off, that spiffing soccer 
game from Anco. "When in two-player mode, 
taking the ball straight up the middle of the 
field from any kick-off, followed by ^ quick 
pynt just outside the area get$ a goai about 
80% of the time. In any mode, if the opposition 
attempts a shdmg tackle in thoir own area^ a 
quick jog over thei^r outstretched legs will 
result in a penalty for you. When you get one, 
wait until the arrow is approachmg the net's 
Centre, then give the joystick a quick prod 3f 
taking a corner, go for the bottom corner 
corresponding with the net end (i.e. if the net 
i&to the left of the ball go for the bottom ieft 
hand corner). Thts wili beat the goali-e, end 
leave St for you to stroll one of your men into 
the ball and score ^ goal." 

Corking good show, you chaps, thaf s the 
spirit. Anyone else stuck in a game? Or got a 
wizard tip? Wed, just 
send them to me. 
Wing Cvmmandar 
'Binkr' Bvrkmflnn, 
14 Rvllilb«ii« Ma^^, 
LMidon W1P tOI. 
There's a ZERO t-shirt 
for anything pri^nted. 
WeH chums, that's 
till for this month then. 
I'rn off to Hamburg, and 
Tm going to leave Johnny 
Bosch a 'souvenir' he'N 
not forget for a fong time. 
Where's my flying 
helmet? Ah, there it is, 
Tally ho! (Sound of 
Spitfire taking offl. 



IMPROVE YOUR HEX LIFE! 

Blimey! \t^s thai time of the month agoin^ which can 
only mean one thing - Jon Noifh^s back to prove the 
worth of a damn good POKE, 

Wi 



relcome back to all you wise folk who took the ZERO Challenge 
last month and discovered what a unique POKEs section this is. 
You see, we're the only mag to offer you 16-bitlers the kind of 
hacks and POKEs 8-bitters have been used to for years... and what's more^ 
you get a strong dose of hex from us every single bloomin' month. 



PAPERBOY tAmigo) 

This was one of the first games ( 
hacked when fit came out on the 
Speccy, but it's Andy the 
Arfllng [that's what T.A. stands 
for, apparently) who's cracked it on 
the Amiga. This one gives infinite 
lives and papers. 

10 REM Paperboy hack by Andy 

the Arfling 

20 FOR C=0: FOR F=521472 TO 

521619 STEP 2 

30 READ A$: POKEW F,VAL 

40 C=C:+VALC^&H%AS^: NEXT F 

50 IF CALL 558730 THEN END 

eo CALL 521546 

70 DATA 41 FA.E.23C3,336,4EF9,3r 

CA^ FA.E,23C8.4.F1 AO 

30 DATA 4EF9.4,F01 C,33FC.5350. 

4E71 .3C6S,33FC,4E71,0 

90 DATA 3920,33FC.4E71 A21 70. 

33FC,41 FA, 0,3538,6 100 

TOO DATA 3A,4EF9,0.B00.2C7fl.4. 

2E3C.3.0.207CJE.B8CO 

1 10 DATA 43 FA, FFA4 A3 E9. 

FEBA,303C; 145, IZ D3, 51 C8, FFFC 

120 DATA 23FC2O07,4E71J,F3FC, 

4EFg J.F3D0.323a 1 0.303C 

130 DATA FFFF,33CO.DF,Fl80r 

51C8.FFFa,51C9,FFF0.4£75 

140 DATA 5A45,524F,3e39 - 



FRIGHT NIGHT (Amiga) 

One of fhe strange things I've 
noticed about hackers is that they all 
hang out in huge crowds. 1 saw this 
routine at September's PC Show 
when the spokesman for Freestyle 
UKr one Mr. Fraitbyt* Esq., 
appeared in the middle of a group of 
about 15 others. Still, I don't suppose 
ffs for me td judgen simply to write a 
colun^n... (This gives immortality, by 
the way.) 

10 REM Fright Night hack by 

Frostbyte 

20 C=0: FOR F=768 TO BBS STEP 2 

30 READ AS: POKEW F.VAL 
C^&H^ASf 

40 C=C+VAL(nS(H"4AS>: NEXT F 
50 IF CALL 528S90 THEN END 
60 CALL 768 

70 DATA 33FaDF,F006.DF.F1 30,339, 

6,BF.E001 ,66Ea2C79A4 

BO DATA 43FA.52.4EAF.FE68,2C40. 

41 FAJC,2203,343C3ED,4EAE 

90 DATA FFE2.2200.243C,6A363C, 

B92,4EAE.FFD6.41 FA.E,23Ca 

1 00 DATA 

6 J3E,4EF9.6.24.23FC,4E7 1 

,6000,5. D5EA,4EF9, 6. 801 4 

110 DATA 4446.303A,4e5Z.4947. 

4a54,0,S46F,732E.§C69.6272 

120 DATA 61 72.7900.5A45,S24F,3e39 



Yikes, I've run out of space again. Sorry it was so shorty but perhaps I'll 
have some more room next month. {Not a chance, Ed} in the meantime, if 
youVe had enough of Freestyle taking all the fame, why not have a go 
yourself? Send any POKEs you've done ilistmg^ are fme, but disks are 
beuer} for ST, Amfga or PC to Jen North, Improve Y«ur Hftx LH*, 
ZERO, 14 RoHiboitfr Pla», Um4mn WIP IDE. Send equitable 
sae if you want a reply, or your disk b^ck (hint nint). 



L'lviFocr^ iM Hi 5 <5«^e5r to 

SJ'MCTLE HflNJ^^D^y Wr^ THE. WAft.--- 




IDIOf 'S GUIDE 

Bit of a hacking 'virgin'? Then simply 
use the handy chat*up lines provided 
beloWr and you'll soon have the chicks 
queuing up. Erm... vwrell^ you might be 
able to POKE your computerjr anyway. 

AJAIftAs Goot up the machine with your Workbench 
disk, then replace fet \rt^ilh the Extras disk when you have 
the Workbench screen. Load Amiga Basic, slap the 
listing in {save it if you want), then pui the game disk in 
the drive and RUN it. 

ST A PC; There's no point m giving you instructions 
because th^rR'^t no POKEs for you this month... sorry! 
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SPECTRUM AMSTRAD 

8.99 9.99 

SPECTRUM COMMODORE 

CASSETTE 



It's time for Beacfi Volley - 
let's take on the world! 

Vou r team travels the gtobe from London to 
Sydney challenging all comers in the latest craie 
that's sweeping the beaches. 

Fantastic action wrth variable service and play 
controls as you lob the defences, try a lightning 
reflect short smash to win back your service, jump 
block to defend your match winner. 
This is Beach Volley ... you may even catch a tan! 
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Oc^?an Software Limiti'd ■ ■& CeJitfcil BEreel Marche&t^r M?i 
Telephone: 061 832 6&33 Telex; 669977 OCE ANS C Fax: D&l SJJ 
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•^ DULLARD DEPT. 

Got an old reive that you're still stuck on? You shandy drinker^ youl Well, os luck would 
have it, Tve delved deep into the post for a few hints and tips on some golden oldies* 



fwmtic - Mkrosyle'* RVf is all 
thesB *V words cind s«y«ral 
otlt«rfr wPie can/t nfwntiofi as 
wvIL Stoven Hill spont a vf^wwi 
W0«kttiid tiiuggled up with it ta 



At the start of a race bring your 
engine to about 8000 revs, but 
never exceed 9000 Nudge ifie 
joystick carefully to fine turie it 

Concentrate on the lights.. When 
tri&y hit green just open the throttle 
and blast off from the siartmg grid. 
Cunning weaving and dextrous 
turning at this point can ensure you 
a good head start 

Always practice on the tracks 
before you race; make a mental 
note of the bends and th^ direction 
they go in. Ifs always best to go the 
right way around a corner or else 
trees and other bits of scenery tend 
to get in th^ way. 







Taking those comers like a pro 
is the most important skill you 
have to master. A mere shandy- 
drinkBr who knew a sharp left- 
hand bend was coming up would 
s-tick to the left like glue, slam on 
the brakes, and lake the corner 
like gran having a bit of trouble 
I with her Zimmer frame. But to 
I become a w^ll-endowed games- 
f ninja, although you know the 
corner is going left, you must turn 
fight instead. Then, one pico- 
second before hitting the actual 
bend, turn left {using none of 
those pansy geais or wooft^r 
brakes); if you time it correctly^ 
you'll make the bend at full speed^ 
And if you don't, urn... well, 
perhaps you'd be better off with a 
Zmmer frame anyway. 




INTERCEPTOR 



Many aeons may have passed since it wn* released , but Electron ic Art's 
Interceptor is still one of tlie best "plays' around today. Artd w^ho better to 
give us some reolly 'ace' flying tips than those ever- smiling PR people^ 
namely lolin Robvriv^ Poiil Uroce and Im^lmy Mansford. 

WHEN QUAlliFYING 

Always approach from the south. The other compass directions are wrong and 

besideSr the conning towers tend to get in the way. The easy way to qualify: take off 
and apply afterburner without banking left or right. Instead just ptjil straight back 
until you're flying upside-down. Fly inverted past the carrier for about five miies, 

then push forward until you're upright, with the carrier in sight. You'Pl be aligned for 
a perfect approach and landing. And don't forget to drop your arrester hook. 

OMBAt 

Never get too dose to your enemy. In hard -turning dogfights your plane will lose 
more Speed and altitude, leaving it more vulnerable to fasrer moving 'bogies'. Try to 
use the AMRAAMs at maximum range, forcing your target enemy tu break, making 
him an easy hit if your missile fails. 

THE MISSIONS 

On the rescue mission, you must drop the pack very close to the pilot. The pilot is 
likely to die of hypothermia if you start faffing aboul with the MiG5. Fly very slow 
and low, timing the drop welL As for the sub-mission - this is a killer and no mistake. 
Fly to the carrier at a height of under lOOii, situated at about 320 degree^s from it. 
You must pump all six missHes into the conning tower of the sub. Each hit will 
produce a smoke trail. After s^x shots it's a case of 'hi- ho silver' and you can ?ip back 
to the m^s&for a bit of "slap and tkkle' with the lads in the showers. {Eh? icf.\ 
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BARGAIN SOFTWARE 60 Boston Road, London W7 3TR 

Other branches - 309 Goldhawk Road, London W 12 8EZ 

1 8 Market Square, Leighton Buzzard, Beds 

• Unit 33/34, Rumf ord Shopping Hal], Romford 

• 675 Holloway Road. Archway, London IV 1 9 

OPEN TO THE PUBLIC 1 0am-8pm 6 DAYS 



BUY BY PHOFVIE 
01 741 1222 
01-995 3652 
0525 371884 



PRICE PROMISE 

If yw wish 10 purchase any prodLict frorn out |»&i amd find tKal yCu can tKjy the 
same praducE cheaper trOifi anctnef mail o^der tflrnpanv. bimply eiiciftst Ihe 
lower amount, stating ihfr nama of ltip<>tNef company and Vih^n vou iaw The 
advflTl. (It musl he tti^ C-Urrflrtl iS£ufl.» Pkice P^omi&i tkras not apply to oilier 
CLompg n i&& ' ■ S pec iai Of lers ' ' . 



EMQUIRIES 

RING 

01-567 7621 

offfce hours only 



CHART TOPPERS 



iil 



FANTASTIC OFFERS 



ST 



A.P.B. 


12.99 


15.90 


eahncaofPttwif 199D 


15.19 


1^.99 


BaUMri C^H CriBflikr 


11.39 


14.99 


BaliTwi Tfn Mqm 


111 .99 


14.99 


' B«B«h m\t^ 


11.99 


, 14.99 


Black CHildfDfi 


1 7.99 


17.99 


CBlti€ W»ff i« 


1 ^2m: 


1299 


' CHiEirwfTtBl Cir-CiA 


12.99 


r299 


■ Drof W ^rit 


12.99 


12.99 


OlrBfckli^ 


21.99 


31.99 


Dtrumili Qui 


17.99 


17^ 


f-^ R«lili»tfr 


11.99 


14.99 


F15Strili4E»giFll 


15.99 


15.99 


FiendifhFiwUy 


1S.99 


21.99 


FHlbjMftr of ^ fMy II 


1499 


14.99 


Stotbuslwj fl 1 


14^ 


17 99 


1, JciHS t Lui Cruiadfi 


U.99 


H99 


irvt«rphtst 


1$.9& 1 


15.99 


Kiir 


1S.99 


15 99 


Lufir5[|uad 


12.99 


12 99 


Last Ninjfi II 


17.9^ 


17.99 


Lords nf Tli& Hiamg Sun 


15.99 


19.99 


Htw Zealtfld Stcf r 


la.as 


14 99 


ONbr^ienum 


17.99 


17 m 


Faptf Bqv ; 


12.9^ 


1J.99 




12.99 


12.99 


H.A.C.LnmlyirdFlaJIv 


15.99 


1599 


Atty Crtu 


12.99 


' 12.99 


HdlMCd^ 


11 99 


14.99 


Hiff Thi Gatiiftlal 


11.99 


1499 


aikiofh 


12 99 


12 8$, 


Sliiifflt(\ji:kCjlH 


T7.39 


12.99 


^ii^iwd 


1 7.99 


22,99 


Si* W^ra Tririogy 


15.99 


ia.S9 


SM 


13.99 


12 99 



AMIGA 



Strithr 

STrvi 

Supcf WondBrlMiy 

Tar<|lun 

Thundert^rds 

TinmEcuinsr 

Vrminfllor 

l^nnj DrBamj 

XBfiDfi ll-H^al^»t 



sr 


AMNA 


' 




14.99 


17.99 


12.99 


12.99 


MM 


17.99 


15.99 


is.gg 


lfl.99 


i9.99j 


14.99 


17.99 


15-19 


15.99 


15.99 


1599 


15.99 


15 99 



Htm S^riiCff 
Barb^rj^ 
Gilliard Simulflion 
Bism»k 
BubUE Eam^ 

CasirH FTptiJgltS 
DIUridCs qI Wrath' 
Cra^y Cir; l| 



5T 


i^MIGA 


4.99 


4.99 


7.99: 


7.99 


4.99 


4.99 


' NJA 


a.99 


2.99 


«IA 


6.99 


B.99 


im 


:i3^ 


15.99 


15.99 


12.99 


15.99 



BEST OF THE REST 



ST AMIGA 

Af chipfliagofi. 1 5. 99 1 S. 99 

flflrbfirian II. ,,,..„ 1 S. 93 1 5. 919 

Blood Mciriey J 5. 99 1 B . 39 

BIfiDiriwych...... ...15.99 15.99 

Chaaa MQ .........11.99 14.93 

Cflrir^i^t , 15-99 15 99 

Days of The PharaoH 1 7. 99 i?.<i^ 

DQubltr Draaon lJ.$g 12.99 

Dr. Doom'a Rev^ngs .... ..12.99 15.99 

Durtijeon Ma&tar 1 4.99 14.99 

F-ieComtac f^&t 15.99 1&.99 

I3*mini Wing..^ 1 2.99 1 2.99 

Grand Prix Circuit , 1 7,99 1 7.39 

Kick Oir.., , 15.99 12,99 

Master Grsr*d Rr In .,...12 .99 1 2 .-93 

Mi£ rii Prose SOGCOf .. ........ 1 S.-S^ 1 5 99 

Midyvin^flf ....._ , ., 1 5 99 1 5.S5 

Miller-iium S 2 17.$g 17.99 

Mmsnwalkflr 14.99 17.99 

Navy Moves >...... ..1-4.99 17.99 



COHPUTf R HJTS nWO onl^ tiJ? 



ST - TBtriE, 
TrackEr, Jh Bl^dc. 
Ibu Call 



AMKGA - letm. 
Black Shadow 



PREMIER COUECTIQM 

LkdIdfi. N«b4Jlu3. NaatNflrwDrld.. ZymeDi 



srriz.gg Amiia £12.99 

Slarglidsr, DflfHid^r vf tlte Cf<awFl, Bartiaiuii 
[Pj!fPD«itl 



Out Bun........... 

Out Hun Eurup*,., ,. 

Piraifrs... ,,. 

Papulosa..... ..,, ,,,. 

Popiulflus Promised Lanid* 

PovMerdnfi „,,,, 

Fled Heat , 

flarfccgfldB III...... 

Running Man 

£ilh Wo*m.. „ 

3Eynt Cars ,,,. 

Switch ^ade. 

Tha Real Gh^sibLWtira..... 

Trniin On the Mioon . . . 

T(H3bin ...,, 

UniCKjchflhlcs 

Vigilanle „ ^ .., 

WflnntheMiddl»Eaf1ii.... 
World Class LeadtrlMiif^J.. 
Zak rrwKracken. .,,. 



ST 
. e,99 
.10.99 
. 1 S-99 
.17.99 
. 7.59 
.14.99 
.11.99 
.11 99 
.12.99 
.13.99 
.15.99 
.14.99 
. 1 4.99 
. 1 3-3$ 
,12.99 
11.99 
11.99 
.12.99 
.14.99 
21.99 



AMIOA 

6.99 
10.99 

15.99 
17.99 

799 
1 7.5^ 
14.99 
14.99 
12.93 
12.99 
I&.99 
17.99 
17 99 
13 99 
12.99 
14.99 
11.99 
12.99 
17.99 
21.99 



TRIAD II 
ST £15.99 Amigiri5.9l 

Tetrii. 



STORY SO FAR 1 
ST£lS.S9 Afliiii £15.99 

Ikari ttBrnara^ Baltlesllipt, 
9i)f[»id The IcpPpltce. Bugger &dy 



STDRVSOFAR^ 
ST {15.99 Amiga £15-99 

TliunlliC»t£, Borriiiack, [jvg and Itt DJi, 
SfiacB- Harris 



ST 



DiJaVu 


a.99 


N/A 


Dragvn Scape 


4.99 


N.'A 


EllmlMlflr 


5.99 


B.99 


EJilB 


15.99 


N,A 


ErnpirtStrikiiBack 


B.99 


a.99 


G^rf^ld 


N.'A 


12.99 


G^rinld Wifilars Tple 


m 


12 99 


Gmms\i 


14.99 


Hik 


Hmiips 


1 11.99 


14.99 


Kiri«¥ Quest IV , 


1 14.99 


W^ 


MCwW 


4.99 


N.A 


MDiscPlLis 


4.99 


m 


Haniiuntflfs. 


9.99 


MlA 


Ml-IVint 


499 


NJA 


Oper.Bli«ri NapEuni 


a99 


h}^ 


P. BeardtlBys Ml. Sflc. 


?-99 


7.99 


P.O.W. 


lyiA 


11.99 


PaEmania 


9.99 


Ni'A 


Prision 


Wk 


4.99 


Purpla SaCurrt Day) 


S.99 


' B99 


I^BtiirnofThcJedi 


i.99 


099 


SpdCfl QUBSI II 


11.99 


N.iA 


$piijrtrwiic 


3-^9 


3.99 


Star Wars 


999 


e.99 


Stirf lidsr II 


14.99 


HiA 


IN.T. 


5.99, 


Mia 


Tran^ape Olhhi 


B.99 


H.iAi 


TV Sflorli Foitthlll 


15.99 


15.99 


Wanlad 


5.99 


^.99 


Werigcikaaiist 


m 


3.99 


Zyn4(n 


5.99 


SJ9 



kMm 



3W msc 

Z for 1 lifetime guarar>t€€ 

Id J n"- mmtk^. , ._ _j.^ 

20 1 3ft" DS OD DiKi.... _ _ 14.99 

S^ E .31^ - DS DD DS£t * I free ^la\^ Bpi :,.„:)7.B0i 
mxZVU&m Discs * 1 Fi^^lar»9t9Dl:..6d.99 
2DC] E 3 14 " QS DD U\Ki * I fm Smm Soi 1 n^ 
SKI 1 31^ " DS DP Di)« * I Ff w Stwage Bm304 99 
AH Dts» MimA iK supfAed witft \Mi 
und ^'^VKJiEcly il^^rd 



BARGAIN ORDER FORM 

Please send me the following titles. Block capitals please- 
Type of computer: ^ 



Title 


Amount 


















-Pflrfionai Callers OciPv Total endossd £ 





Name„ 



Address 



Postcode , 
Tel.No. ... 



ZERO DECEMBER 



>■ 4- 4 i B r r 4' 



□ 



Please make cheques and ppstdl orders payable to BARGAIN SOFTWARE 
Orders under €b prease add 50p per tape PSiP: Over I5h FREE . Europe please add £ 1 .00 per tape. 

Elsewhere please add £ 1 .50 pef tape. 
These are marl ord e r prices only. Sho p p rices ma y va r y 






k 



■■Z 



■0r*. 



^IM 



ver fancied staying up half Ihc night pioying with 
yaur ghpMlies? Weii, now you can 'cos US Goid'x 
spook arcade con vers ionjr Oho vis 'N' Ghosts is hero I 
Net oniy that, we've got these pretty spiffo priies 
te boogie en dewrn to - a Sony Disc man, 1 CDs of your 
choice and 1 spine-chiiiing copies of the game* 

UP FOR G-G-RABS 

Vus indeed How does ^ well cool top cif the range Sonv ^ 250 Compact Di^mat^ grib 
Vou? It's got the lot - random memory search^ repeat plav: remote control capabifit^ and 
a terrifying retail value of £300 fN But what &r^ you going to play on yer Discman? Wellv 
we're also giving away 10 single album chart CD's of your choige! H 

And as if that isn't enough, the 10 runners- up will be getting copies of the blood- 
curdling Ghouts W G/tojEfj lEeeelcl). Reckon you don't stand a ghost of a chance? Wrong. 



WIN! 

This incredibly hip 
Sony Discman! 









' 


\> 


m^k -^M 




f ' 







^ 




4 


^F^'^fSm 









r/f] 




WHAT TO DOOOO! (Woeoooo!) 

Th& above five pictures are all of famous horror merchants. 
All ydu ha.ve to do is match the correct picture number wrth 
the correct film or TV programme on the coupon. So if you 
think that IMo. 2 looks remarkably like Elvira leasily 
mistaken! then you put the number '2' next to Efvirs, 
Mistress of the Dark, And so on... but beware - you should 
have one film or TV title left over. 

Once you've filled in the couponr boil it up in a cauldron 
with a dead cat two frogs and your pet gerbil, {Vou won't 
win but the RSPCA wil be down on you like a ton of bricks!) 
On the other hand - if you do want to win, then send your 
entries to Ghoulies Competitionr ZEROr 14 Rathbone Place, 
London W1P IDE. Don't worry about listing the COs you 
want - we'll get back to you for that. Oh, and remember to 
answer the tie- breaker 'cos we're expecting an 
3¥alar»che of entries! 



GHOULS RULES 

• No eiTiployee of Dennis Oneshots or US Gold is. 
pillowed to enter, 'cos if ^hey do they'll have to 
5pend o rtighi in o groveyqrd with Peter Cushing. 
■No entries received oher fi^s^ posf on December 
3 1 5t will be considered. 
■The Editor's deciiion is fined, ond onyone 
arguing will gel" a kick in the (TTraf's enough 
ghouiie jokes. Ed.] 

Pmnliaiistvln Is Na....« 

Drncula is Nq,,^«, 

Elvirciir Ml9trHi Of Th* Dork ii N«»... 

Hio Munstors is N9«4^« 

Hlghtmar* On Elm Str»# h 1i«*«17* 

Spittins Imago ii No^. 

TIE BREAK: What'^ the narne of Hermon 
Munsfer s if>anking niece? 



AddreM 



Pfftftciidft 




ZERO 
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On seeing ihe crumbling estafes, twt-dat^d tmi^ mi rus^ bri^lp^ 
of you? city, hew many times have -^m wiid "Pul w ifl charge for 
Q day anrl I'll mob this wr^iched thing worki" 
ftew. ft'iih Sins Citv. icifc:e the d^shny of the world's greotest ciiici in hau:; 
Or tob cliQrge of a new evolving ond growing it\^. Become both mayor 
end city planfl^r of a dynamic renl-time simulation 





— — * ™^^^y^. , 


1 


-k^ri^^ 




^ ^r 


U 


V 


y 


i.J 




sm^t: 



What you 
should know 
about the game 
of the year. 



RIQPE JANEIRO ?0I^ 



iiitfl 



K 







flmld houses, streets, facrorics. uirpoils. u ^i-Jiiuni, or even nudeai pow^i 
pi lints. Organise urban iionspori hire police, firemen, bulldo^^ ^nfi^e 
neighbouilwod^. 

Raise ami collect taxes, halenre your budget, nsanipulare properiv valines, 
Sim (iry \% alfVE. It's Icmikd witli aninsahuii and derailed sojnd effecti. 
Build roads, (Ois npp^flrs. \m track, tioins go. Builrf an oirpoit, planes fly. 
Neighbourho(Kis go i^pper-drs^^. Areas deteiiorat€ inro slum?.. Sniiall tr^dus- 
»r i^-i nnrrt mtii hjgp foctnries EMeivt^ing is mancpd and animated m real 
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iLU! 


ii jlij bHi r.vfi 




time, beiy decision inrstantly influences the life of your town, 
fn a specid mode, you can even [sjuse tomodocs, floods, fires and olte 
diMisT^rs ot your whim Sdve Son hm:m> from the a^^ot ^wrrhqude r 
19(16. Or sftve Tokyo of pollution mi from his \mm\ B-moi^e monsiEr. 
Sim Ci>y \% an flll-nhsorbing unnjoe game which contains fi pre-defined sk- 
narios : e.g San Francisco, Tokyo. Rio de Jor*eira... Wilh il's eiceptiDod 
deplii oi play, it's slill simple to ploy with kcoiifs and gFophics, without ler 
commands. 




Design and build tte city of yojr dreams. Sim dt^ gives you the keys. Ihf | 
resi is up to you. 

IfifOWraiD Volunw II \^m 20 : Teopl& ptayiiig Sim [Ity m cqnplElelyplu^fi | 
iifcio ihe w&iid ih&y tieofie. disoppeonng for kiun ' 
NEW \W. T?WfS . ItiE moiiel i^ m^ iruphisticatfid. v&i undcr^ronricfclc. My^ 
OS iinpartunr, il'sfijn, ^oo." ■■ 




INFOGRAMES -^^ 



revievr 



FUTURE WARS 



A man's gotTo to whot a man's gotta do, portkularly when 
an a nti- social load of aliens are threatening to wipe out the 
entire humon race. David McCond/ess is^ er*.* a mailer and got 
straight down to ft when he tried to save the world in 
Palace's latest arcade adventure Future Wars* 




^Mjime travelling a^nd the future seem 
■ to be in Vogue' with computer 
I garner these days. In Future War^, 
obnoxious aliens want to live on Egrth. 
They don't mean to live in the quiet 
suburban w^y^ inviting their hLiman 
neighbours for a quick natter and a cup 
of tea. No - they mean to annihilate 
every homo sapien, burn every vestige 
of mankind! fronn the surface of thti 
planet and extinguish every.- {W& get 
the mcfs^cige-. Ed J. 

Luckily, old Ronald The Robot' 
Beagan did have a use after ^11. His SDI 
system still exists in the future, and 
Itiafs precisely what thwarts the aliens. 
So the extra-ti^rrestials take the obvious 
course of action -- they go back in Lime 
and plant bombs at crucial points in the 
Earth's history, hoping to r^ip mankind 
irithe 'bud' (as it were). 

The game starts with you, a jolPy 
window cleaner, merrily, er, cleaning 
windows on a massive rnetfopolitan 
facade. Your boss pokes his grizzly head 
out of on^ window, and gives you a farr 
old blasting for no apparent reason. 
Slightly peeved by this,- you decide to 
lip back and forth in time to become the 
sole saviour of the planet (as one does 
in these situations^. 

Mouse skillis ar^ essential when you 
wartt to move your character about the 



screen - clicking on the required 
destination makes happy-go-lucky you 
wander across the scree n„ If any objects 
(like chairs, tables, dead bodies etc! 
block the way then you simply have to 
rapidly click around the object and yc^ur 
man will follow the route, 

The right-hand mouse button i$ the 
key to the I nteraction/ad venture 
element. It activates a menu which 
holds a variety of commands, allowing 
you to manipulate objects < Examine, 
Take, Inventory, Go to the toilet etc). 
This is when your keen eye comes in. 
More often than not important items 
like locked cupboards are hidden in out 
of the way places. 

The Examine command allows you 
to. er, examine these things. If the 



1 d^ «JWCNJ, stranger. | an 

r-ln. Lord of t:H» Pr&^Ji-^^e of tH* 

Lowland*, rhi rvmn told r*e olf w«Jr 




Ttiij is tha skyicrapAr wIi»f9 y^v »tnrt off clAanJng 
wlfidAwrs «ii|y |« bv insultfrd by your faou. 



H«w tVi av«r to m great holl wh«i-ft 
you'll meot Tortn, Lord of the 
Province. H«'il have loittc hondy til pi, 

object is important a 'blow-up' will 

appear in the comer of the screen for 
you to scrutinrze in more detail. The Use 
command deals with things you have in 
your hand, whereas Operate is 
concerned with doors, handles, buttons 
and all those fiddly things. Speak is a bit 
of a one-sided command, since it 
doesn't aMow you to specify whafs to 
be said, Instead yor man just blurts out 
whatever he feels to be appropriate 
(usually an insult). 

CharactETs wander in and out of the 
game. fVlost say 
things, either 
prompting you or 
talking around you 
(a quick "eaves- 
drop' is probably in 
order here for 
gleaning extra 
information). Extra 
fun can be had in 
the arcade 
interludes, where 
quick reflexes play 
a hand. There's 
one sequence 
wiiere you have to 
be incredibly swift 
indeed to type in a 




Ihli It the Ci^we Bn€OvntmtM I ^^b ail bo oponing 
scono whoro o §loiit UFO swoops down and has 
to wootfior otiflcks from ui iii«r« bumanoidt. 

code - or pop your cork. 

It's the graphics that make Future 
Wats briPNanU with an incredible 
amount of attention being paid to detaif, 
colour and realism. For instance, most 
screens are brought to life with a small 
piece of animation [chimney smok^. 
birds in the distance, pecking hens!". The 
different screens b(end well, and each 
time rone is characterised by its own 
style, graphics and colours. 

The problems and puzzles are hard, 
and \ can see non-purists becoming 
easily frustrated with thfs game, where 
a few pixels can mean the difference 
between success or failure. 

The look and gameplay of Future 
Wsr^ owes a lot to the Sierra On-line 
slyle of arcade adventure. Bur, where 
the Sierra games 
are simple and 
quite accessihir, 
Future W^rs is 
complex and 
hard To get into - 
but does have an 
atmosphere 
that's iacking in the other games. 

I'd say curiosity is probably the main 
motivating force when playing this 
game - curiosity about the later screens, 
curiosity about the solutions to the 
problems and curiosity about what the 
objects do.., BrillianL 



QRaPHKlCD A»PICTI¥EHEff 0) I OVtUti 



HASSU FACTOfI: 1 
Moylw a litflfi loo hord 
for iMginners. Soiinelhing 
For hardened circade 

odventurers to bite intOp 



SOUMft^ E»Cinioii(^ 



WHAT'S WHAT 



TIT» 


Future Wars 


PUBLISHER 


Palace/ Del phine 


PRICi 


£34.95 


FORMAT 


ST/ Amiga 


RELEASED 


Out now 
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Top Quality 2nd Drives for tlie Amiga 
and Atari ST at low^bw prices 
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• FliU compatibility willi all Atari ST 
models, Amiga £00 & Amiga 1000 
Tup qujility drive mechanlsjin 
One megibyte unformatted eapaclty 
External plug in PSU (Atari ST) 
Ilirciuebport (Amiga) 
Vtrj qutet 

l< Slimline design 

1^ CdLour matched to computer 

• Long cable for Socatton 
either side of computer 

t/ Full 12 month^s guarantee 




Don *t forget - dll prices shown 
include VAT and delivery 



ATARI ST VERSION ONLY 





AMIGA VERSION ONLY 





Including VAT and delivery 



AATARF Hardware Offers 



520 STFM POWER PACK 

Anfiazin^ v^luA, dlhn«w spedal ST ptackagB fmm Alan I lnqJiHlB& 5£?STFM wh:h ^Mt^ intamal 
dUve, ^mA& jO^Ck. mcuss, user gukie, 5 cfsks of public dgm^n s4)frMfkr«. plus an 
li^r^f^lifr sfllBdiDfi of chaf1-lDf3pJiig softwane {Qver t^OO \om R^P) I Sort^ar^ includes: 

^ £349.00 

only Inc VAT & delivery 



RTypp 
A*icrburTior 

&jp*r kan^ 
S|pa» hlafPef 



St^j^lidsr 

EJknnabK 
PTBdatof 



Qui Run 
B(Hitiu£aJ 
Xenon 
GjuntiBt U 
BfsA Lamp 
Stanly 



FifSl MU9IC 



520 STFM SUPER PACK 



GiBiBl valiiB packBge. ogmprisin^ qf a i$206TF)M wilh 1 h4b inj&ma^ drlvt, mousa drtd ga^ftS> 
joysEhck, us4r gulds, plus 21 eMtra SjpllwBr? liEl^^ (04^ 10401 R.RP) I 
Uansto Madraaa ^e^i Drlva Chopper X 

rtiuiidcr^al:^ OuioraiiGn SlBflfiBhs 

Stiraror Olynipiad Xencn GfltwsJi 

Ail^rQid II VJ^zbsn BkA Lan^ 

Eddjii Edwanfe SiJ 5«c»ncft Out Tl¥U5l 



*"'>- £31 9.00 

Inc VAT & delivery 



1040 STFM 

Wf1»i TMb ririvQ. 

1 Mb RAM, plus 

butlt-in TV mctduladOir 

£399.00 



1040 STFM 
HYPER PACK 

Inc. "l-fyper Pain1', 'H^per Draw". 
'Flr*t ©ASIC' plus 'OrQanisEjr' lor 

£429.00 



1040 STFM 
SUPER PACK 

lnc.21 &'ware1i1l€^ ar>d |o^:$l:lQk 
(as wttn Btwve S-±^gSi package) 

£429.00 



DOUBLE TAKE! 
PYE 15" FST 



IVJIAMfJIM; 



(MODEL 2325 



Superb qualily. srylrsh minium 
resolwlJDfi FST oolpwr TV/tnoni- 

I lor 1q 54Ji1 the ST or Amigi 
Fe^lune-S lftlej«ri, lull inln-red 
nBmolfl cfinSngl, Eufoconnwrt&r, 
Videc/AudiQ in^ul and h&^- 
phon» output connaclors, 40 

Itun-sf prQ&als, igxtBmal aerial 

[ oonn^or ^rv$ loqp aerial. Sup- 
plred with caQk rpiaasa slata 

I COmpLrt&r lypa when ori^rin^) 



GREAT 
VALUE I 

£269.00 

InciudH VAI 
corr>Actk>r l^od 



AMIGA ACCESSORIES 



51 2K HAH ^ CLOCK UPGflADE UHVT, ullrB-neHt dwJgn, low coat ... C79jW 

Extamal 5-25* 40/80 \f^£k ^wfidhahla fJoppy drive £1 14.95 

Ofnega Projects MIDI inSertaLp including 30" se-fial conn&tlksri lead .,.. E29.9S 
Voftex 'System 20QO' AUMh hand dPsk, willi interface A fidftwar^ ,.,,„„ £529.00 

ITT CP3££e 1 G.S- T V/Mqnitpr wi(h fuU rem /Ctrl A SCART cable £225-00 

Philips CM8B33 fitareo wund colour monitor, cs^ Amiga cable ......... £229.0(1 

Amiga SOQ dufjt opv&r ., ,„_ .,,, £ 4.05 



52flCTFM EXPLORER PACK Package inducles 520 STFM wiih 
512K RAM, 1Mb Driven and built in TV modulator ,. £269.00 



520 STFM 1MEG internal drive upgrade kit with lull Irslrudlons ............. £74.95 

520 STFM IMEG msmofy upfads kit. rsquirsfi eoJdefirtg „.„..., EB9.00 

SZQ STFM liwrEG memory upgrade fitted by us £11^:00 

1*040 ST pfcf Hypgr-Syper PaiA: ccmfeines exiras supplied wUh 

1040STFM HVper Pack and 1040STFM Super Pack all for ofily £469. 0*i 

Mega ST1 wrth morw monJior E599.0D 

M«ga ST2 wifth mono monitof ..,...,„... ES49.ao 

Moga ST4 wrtn mono monrtor ,.,,.,. £1099.00 

$M124 liigli rewlutipr menochrome monrtcir , „.,rrrr.„.. «... £1 19.00 

SCI 224 colour mcni^oi- , £^79.00 

Megalile 30Mb tiard disl^ £4^9.00 

Vortex HDpius 40Mb hia/d disk , E:&l9.Da 

5-25- Ex[einal 4DraO Ifack drive (3eD/720K) ISM oomp^atible £99.00 

VIdi-ST le-tone video f/amg grablser inc. digiEising software £95.00 

PWIips CMSS^E cotouf monitor witli ST cable , £219.00 

PtiJUps CM&&33 stereo vefsJon ol above CMBa32. plus A/V inpute £229.0D 

(TT GP322a 16.S' remote ctri TV/Moni(or. with ST cable £229.00 

Pace Linn^ MadBm Pack, includes cable and Coinms soltwara .!..,..,,. £179.00 

Ccnirwer Hi-Res- Mouse inc^ucTing mouse mat A pockel £22.95 

5P0-' 1040 STF.'STFM -.Joys-tick accossiblllty exterfslon adapter. E 4.95 



-i,lS*J^3^ 
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12 MONTHS ON SITE MAINTENANCE 
CONTRACTS FOR ANV STAR i 
PRIf-JTEfl. AVAILABLE AT TIME OF 
PURCHASE. ONLY £575 EKTRA 



ui 9 pJr pnrifteT, trw Sl^r ' 
4 HLa 



UCiO pfOvid«£ 4 NLQ iorrts {» prim 
combinatJons) a1 SecpS and 144cpsdr&fl. 
Zneludes 4K buffer and IfiM-'p^aifallel irrtef- 
iaco, iront pynel operation, plg$ pdper 
parking, aJlowinq s^nple shseis to be used 
Without temovlng uactDr p^^pef. 



Only £169.00 

Colour v«f«ion bI») avHllablt, 

Only £215.00 

PrlE;:e9 in<^iude 2 eidtra 
bJffck ribbons frae oT charge. 



Star LC24-ia muJtifant £4pln printar, amazing new low prlc« , 
Star FH-IO 9pin 300/76CpS wiUi 31 K buffer. 1^ NLQ ior^ts, 

EE-PROM mennoJY a 1 2 mofitlis on-sir^ mairit«na/iea 

Star FR-16 WKJe CWr\iig^ version of mt^v^ FR-1 

Star LC-15 wide caniage varsKsn of a50ve LCIO .,, 

Oliw^tti DM1 OOB Eupar 3 psn 300/30CpS, 1 2 monthB on-site warranty .. 
Panasonic KXPIPHI raliat]tJe + sturdy 9pin 10^ printer 120/24 cps ........ 

Panasonic KXPl 1 BO lealurg-packad myltilont 9pjri 11" 

Panasonit KXPl 124 Oood specificatiofi muHlfonl 24pin 11" 

NEC P23O0 budget 24 pin l6&"tiBcps _,. „ 

Epson LX400 (wa5 l-J^^DO) t>i^dgot 10" 1iSQ/25 qss —„,.„„....„.„....... 

Citiieri 120D bud^^ei 9pln printer 120cps ,., „. 

Mannearrtann Tall^ MT-gi 130/24 cpa 



£23^9.00 

£39aOfl 
£4S9.<M 
£:32S.CH) 
£129.95 
ETS9.m 
El ^.00 
£2d$CCi 
£279{X 
EITS.OC 

El mod 

£149.00 



3.5" Disks 



10 Bulk packed DS/DD 3.5- disks 

with labfllSr lully guaranteed E 9.9^5 

55 buJk disks as above £22„&5 

10 disks as above wilJi plasllc case .............. C11.9& 

25 disks as above, wrEh *0 capacity 

iockabie storage unit ..„.. , £29.95 

Kodak DS/DD 3.5^ dtsks, Dop quality 

storage media, fully guafanio&d. BoK of 1 D ... -£1 7.95 



How to order from 



Phone us with your 
ACCESS or VISA 
card details on : 

0386-765500 



All prlcei- irclu^« VAT and delivflry. Ejtpresi Courier d&ll<VOrv £5,00 eMii, 



^^ Send cheque^ FosSal Ofdir 
or ACCESSfVISA cani details 



Saint da> desfMA^b whenever pmiHbk 
All goods subjtd Lad¥iLl«tHlilT. t.JifO.E. 



Evesham Micros Ltd 

63 BRIDGE STREET 

EVESHAM 
WORCS WR11 4SF 
<D 0386-765500 

TCiJc 0360 76535^ 



H**^^^ 1761 PerslKirt Acwd, Coltcridp, BtnninEliBm B30 IBH Tfl: 0JU5* 4i44 
ili^lTtt ^ ^-'"™ ^^'^ dmbridi* CBI 2HA Id: 922 J Sl^m 
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MANIAC MANSION 



Lucaslilm/ST, Amiga & PC/£24.99 




Mike: What's going on? 
The evil Dt Fred has kid- 
napped Sandy and is 
threatening to rennove her 
brains? One glimpse pf h^f 
pert pixeiatiqn^ 5nd \ could think of 
better things to remove... (Wash your 
mouth out: with Usterine, Gerrardf Ed J 
Time to round up your buddies and 
breai^ Into his maniacal nnansion, the 
one with the chainsaw in the kitchen 
and a purple slinne g&ek on the loose. 
Yep, sounds like my kinda game! 

Hero of the hour is Dave, Sandy's 
boyfriend-Vou have to choose two 
chums to go in there with him and save 
the scmtiilating Sandy. But who? Razor, 
lead singer with Razor and the Scum- 
mettes? Or maybe Jeff the surfer dude, 
who hangs out around the beach. Let's 
hope the police don't catch him at it 

Msni^c Msnsian is a Lucasfilm 
game, in the vein of Z&k M^^Krackefi, 
and owes a lot to the Sierra On-Llne 
style. But it's a lot better executed than 
Sierra games, with speedy sprites and 
good use of your micro's memory to 
store screens, rather than loading them 
from disk every time. 



Inside the house your three charac- 
ters can split up. Choose the New Kid 
option from the (i^st at the foot of the 
screen and you can swttch from one to 
another. All ysur choices are listed for 
you and you Hick around them with the 
cursgr, so there's no typed input at ad 
{or 'at all. at all' for our Irish readersf} 




tiose Pick UP li»w HiiJ Ji 

go ad UtijT is Us 



"W^'vv g^t |vit «n9wgh flmv for a 
■pook tanga..,'^ Dav« doftsn't ■**!» to 

Choose from the Nkes of Pick Lip, Open, 
Turn On, Use etc. A great inclusion is 

the What is option which lets you move 
the pointer all over the place and tells 
you what all the objects are. Hidden 
around are various goodies... and some 
not-sp-goodies, like the ketchup 
dripping from the fridge. 



KNIGHT FORCE 




ntus/ST, Amiga & PC/£24.99 

Paul: One look at Knight 
Farce sent me a quiverin* 
in my chain mail- {Yukr Edr\ 
Oh goody goody, I'm going 
to enjoy this, I thought. 
Three years on I was still trying to load 
it... but more of that later. 

Set on Earth thousands of years ago, 
the Knight of Thunder's quest is to 
rescue the beautfful Princess Tanya, and 
save the kingdom of Be I loth along the 
way. To do so r he must pursue the evil 
Red Sabbath across five different lands 
ind assorted ages {shades of 
Highisnder bme, methinks). Timescales 



range frorn Prehistoric right up to the 
future. No sooner have you finrshed 
exchanging b(ows with a Cro-Magnon 
man (whose sense of fair play is as 
dodgy as his taste in fur coats) than you 
find yourseir jn Royal France, There you 
are standing outside the beautiful 
palace of VersaiHes being clubbed on 
the head by a Paris street urchin. The 
graphics complement the settings well 
whilst the backdrops and figures are 
also top hole. 

That's the good news - now let$ start 
the hatchet joh. The delay between the 
Knight leaving the side of a frame and 



Twfrtiir«l 9,900 
fmmn into lh« 
hrtwrv and who's 
ffaft ftrf I p#ri«n 




Mcanwhiie Jeff's been dumped in a 
dungeon and brave Deve has discov- 
ered a nuclear reactor in the basementp 
and a pool of radioactive slime. Yuk. 
Assorted locked doors are scattered 
about, some of them yield to hidden 
keys, others need a push here and 
there. But how do you get the radio 
from the middle of the swimming pool, 
when none of the wimps will go in after 
it? Where's Jeff, the surfer king? He 
should be able to... rats, he's been 
chucked in the cellar with nowt but a 
skeleton for company. Crikey. So 
Where's Razor? She's talking to Chuck 
the plant in the library. And as for Dave 
- why are you fiddling with that keypad 
which says Danger on it? You know if 
you press the wrong cod& the whole 
house is liable to... KABOOOOMMM!!! 

New game? Yes, please. This ain't 
half bad^ slime lovers and you won^t see 
such an oddball set of characters again! 

£T Scar* - Amiga and P£ 4vt n4W 
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SOUNfr^ IXKUTIOH^ | 



the picture catching up, feaves him with 
plenty of time to plummet over a cliff or 
roast his chestnuts in a caveman's fire. 

But that's a minor problem com- 
pared to loading the game... First put in 
a disk -the one marked '1' seems like a 
good bet doesn't it? Good^ that's OK, 
Now what does it say on the screen? Ah 
yes, "Load Other Disk Then Press Space 
Bar To Continue.' Easy, Ooops! I've 
fallen into a river. Oh dear, I appear to 
be dead. A real ease of Game Over. 
What's this? '^Load Other Disk Then 
Press Space Bar To Continue."" Ho hum^ 
here we go again. 

After repeating this routine a few 
time$, this reviewer was fast doing his 
nut- Then f compJeted a level. At least I 
seemed to have done, everything was 
dead but I wasn't getting anywhere fa$t. 
Let's go back the way we came. What's 
this? 'Load Other../ I think you can 
gue$$the rest. So I loaded another disk. 
Did I get to another level d^d I get lots 
of honus points for being a hero, and a 
pretty good looking one at that? No I 
didn't. What i got was a Game Over 
followed by a you know what. 

As you may have guessed, I got 
pretty frustrated by this little number, li 
sounded such a good game - perhaps it 
was, but Tm afraid I never got a chance 
to find out. Ntce looking game, shame 
about the hassle. 

K %€9wm - ftT and Amiga out mmn 
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TRUE STEREOSCOPIC 




YOU WONT B, 



VE YOUR EYES! 



It r V ij \ II I IE E 

BLACK HOLE 




N 1 f ^ ^J A ■■ ! C N A I 



Strap on your eicluiive GrenoVrston** 
goggles (Incluctod] and get wt for the 
mo^ speclacular visual eff&cl you'll ever 
S^ [jn a compuler ^c/een! Btyond Ttw 
Black Hc^, the world's premier fuli<»ol^ 
our-Tru$ SltreoscopicS compulif 
game. Hold on lor ihe wildest ride you've 
ever had 






M 







Tpw X't^FriFViCiPirlE 1 -D Fh final ly Nrp«> I 



Ai>cl if you ever w#fit lo get bich.yoy'll 
have [a de^E with the bii^art crealures of 
The BLACK HOLE: Skulls that spin. 
chatter and taunt, Cheshire Csfs thai 
pop up then disappear, Lrps that entice 
and kilJ wilh a smile. Magnets that^xert 
an eerie pulL Eyebaiis that follow yuur 
every move and dozens more. 




1 "^ 




jii^ 



L^ 



THKS(rt^•[^VAHK [<XHW 
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For further intomnation on Mindscope Prodocts and your local dealer contact: 
Mindscape InteinoHonal Limited, PO Box 1019. Ldwes, Eost Sussex BN6 4DW. fel. {044 486> 545/547 



It's here - the Am?ga version of Oceon^s stunner has emerge^ 

from the Botcavel Sean Kelty threw on his bofrcape and cut 

through the bat*hype with his botarong to bring you the 

Batman review^ all you Amigons hove been waiting for«.* 



a imiifture of OT Dogturd's Original Pafe 
AI&, Sellafield sludge and imfneral water 
- an experience which will result in his 
becoming The Joker. {Woooooohll 

In the next section Batman jumps in 
his trusty batmobile and makes good 
his escape from The Joker through the 
streets of Got ham ^ avoiding both police 
roadblocks and the smiling one's 
minions Outrun stvle. Corners are 
negotiated by a timely chuck or the 
grapnel hook to twang 
round usfng iamp posts- 
Thc middle section will 
find you back in the 
batcave attempting to 
isolate three substances 
which have been 
impregnated with The 
Joker's lethal smilex 
chemical. Yike&f 

For the penultimate 
section it's back to the 
mean streets of Gotham 
City, this time flying in the 
Batwing. Balloofis have 
been filled with smile^c 
gas (boo!| by The Joker 
(hiss!) and you must fly 
the Batwing through th& 
mooring ropes of the balloons, causing 
them to float harmlessly away {hurrah!}. 
And finally Cyril... and finally Esther, 
it's the big showdown with The Joker, 
set against the backdrop of the Gotham 
City Cathedral. Similar to the first 
section, this time crumbling floors and 
vicious rats must bo avoi-ded before an 
even more final confrontation with The 
Joker on the roof of the 
cathredrai. So that's that. 
Did Ocean belt out a pile 
of guano, or did the wily 
or dogs havR an eye on 
the lic&nce for B^im^n ii 
and ha nee produce a 
decent game? 

BatmBn is, fortunately, 
an excellent game. The first 
and fifth sections are ex- 
cel lent examples of how to 
produce a brilliant arcade 
adventure, whilst the driv- 
ing and flying sequences 
are almost games in their 
own right. Where most 
games attempting to pack 
in several sections tend to Icavg out 
playabiliity im order to squeeze all the 
code in, Safman doesn't, and manages 




oh w^vld Y^v lik« l« iwing on m bntnipQ^ tarry 
mvanliftaiiif around in u jar. t^kt Edt 



Ri 



ight, no faffing about with a 

really predictable 'Holy 
t something or other' start - let's 
iust launch straight into the gullet of 
Ocean's lalest little number, squidge 
about in the giblets a bit. and pass a 
verdict as we emerge, refreshed, 3tthe 
Qther end. (Not suf^ / if^^ the sound of 
this one. EdJ 

The first section is set in the Axis 
Cheniical Plant, and to secure vrctory 
the ol' guano maker must use the 
bat rope to work his way up and down 
the levels of the factory. Along the way 
Jack Napier's henchmen must be 
disposed of - the most effective method 
being the batarang in the belly, (Heuch!) 
Victory in the final confrontation on this 
level Will result in Jack being dumped in 
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TITLE 


Batman The Mcivi« 


PIfBLISHEft 


Ocean Software 


PRICE 


£24.99 


^fT^TfTM Amiga [ST to follow) 
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A batorcing up the 
bat fendi JA«k 
Napier headtng ter 



SPUAASH!lt 
Ceme an In « the 
or Deglurd'i 

lav*-e-l«e! 



to be both fantastically addictive and 
slickly programmed. 

Each section is colourfully designed 
and it's obvjous that someone has taken 
a lot of pride in getting the details just 
right. AN the figures are well ani mated - 
watching our hero chuck out the 
batrope and climb it, 
is still visuaNy satis- 
fying several hours 
into playing the 
game. Similarly the 
gloomy, brooding 
streets of Gotham 
City are well portra- 
yed in thedriving -and 
flying sequences- 
Sound comes court- 
esy of a neat little tune and the usual 
thuddy noises and sampled gunshots. 

There's a bit of time wasted in 
pointless disk accessing, but this 
doesn't affect the playability of the 
actual game, though, and this is where 
B^tm^n is outstanding, A welT thought 
out adaptation of the movie, and 
bri>lliantly programmed to boot. Every 
batfan should have a copy. Actually, 
everybody with an Amiga should have 
one. Go an<3 invest in a copy this instant 
or the jokers on you 



HASSLE FACTOR:! 
A chunk «f 
polnlless picture 
looiltiig happens 
each lime « gamo 
endv* Annoying. 
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Wh«t kirtd of Krilet weuld »tlck o building naxt ta a 
landing itrlp? Thaf* whol I want 10 knpw^ 
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SHORTS 



SCAPEGHOST 




Level 9/ST, Amiga & PC/C19.95 

Mike: In most garner you 

end up de-ad but in 
Scapeghost you stafl off 
that way, acto^lly standing 
next to your own grave, 
watching your own funeral. Vikes!... it's 
enough to give you the creeps. Level 9's 
latest is also the last in the line of their 
traditional text 'n' pi^ccies style games. 

You play the part of Alan Chance {the 
late Alan Chance). In fact- and I'll get 
this one over with - you're a ghost of a 
chance! The wreath on your grave says: 
"Fqr Alan Chance^ a much loved man 
and iong-serving police officer, mur- 
dered in the line of duty His family and 
friends shall miss him dearly," Um^ 
that's nice to know. But cock your 
ghostly lug-hale in the direction of the 




TAU-n* m It! inking rtlffy. 



detective standing round your grave 
and youii find that some of your sq- 
called Tri ends' are very glad you've 
popped your clogs. 

The fact that no one knpws you're 
eavesdropping is the advantage of 
being a ghost, along with the fact that 
you can get in to see Cambridge United 
for free! {Who? £d.} The bad news 
though, tsthat you can't pick anything 
up - everything just slips through your 
fingers. But if you're particularly light- 
fingered, you might gel the hang of it. 

It's a great idea for a game and no 
gravestone is left unturned in the search 
for a merry jest... a tomb vwith a vieWr 
spirit levels - they're all there! I like the 
one about the ghost in the next grave to 
you. He's called Joe Dan by and used to 
be the landlord of the Pig and Whistle, 
but can't go back to haunt it 'cos they 
don't serve spirits. Laugh? I nearly died! 
Joe takes you on a tour of the cemetery 
where you must meet the other 
inhabitants - a cheery lot of ghosts and 
ghouls. The first part mainly has you 
helping out these creatures as you 
struggle to cJear your name and the 
nnystery surrounding your own death. 

The puzzles are all nicely done^ 




"If i-d lin«wii i WH tnvKfibI* I'd 
never have put en tfilt srvpid Pwmnth 
d*lArltv« dlA^uisal" 

though with some of them there's a 
feeling that youVe been there before 
ihe means deja vu. Ed.) in earlier games 
like Kntght Ore and Gnome Ranger. \l 
could all have done with ai lot more 
play-testing too. 

Part two gets you out of the grave- 
yard into a gloomy house whflst part 
three begins with e priest about to 
sprinkle your grave with holy water. Thfi 
graphics are great, though so far I've 
only seen the ST version. The others 
will have to wait "cos the editor's 
screaming at me for this review. At \e3r, 
! think it was the editor... hang on while 
I look round,,, Aaarrrghff 

What a shame Level 9 are bowing 
out of text 'n' piccies style adventures 
with this good, but not brilliant game. 
ST Score - PC and Amigci ouf now 
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DAY OF THE PHARAOH 



Rainbow Arts/ST, Amiga & PC/£24*99 




S*iini Now forgive me if 
I'm wrong^ taut the scenario 
for Pharaoh is probably the 
first to ever borrow a story 
from The Bible Try and 
guess where this story was bJagged from 
- Seth, King of the Desert and God of 
Evil, is planning a coup d'etat, and so 
when the Pharaoh pops his papyrus, he 
decides to tdp all the possible ascen- 
dants to the throne by drowning them. 
Fortunately, a good God decides to save 
one sprog from drowning^ and takes him 
to the Egyptians who dwell on the bank 
of the Nile, where the young prince is 
brought up as a peasant... ^ell here's a 
due - it's not the story of Moah. 

Anyway, the sprog who has been 
saved, by some amazing coincidence, is 
you. You are granted a bit of cash and a 
boat, and given the task of rising through 
the social ranks until you've proved 
yourself worthy of the Pharaoh's thronSr 
You do this by travelling up and down 
the Nile, trading at the various towns on 
the riverbank, and by using your cash to 
build monuments to various gods and, of 
course, yourself- I'm aware that it takes 
air kind's to make a worfd, but I must 
admit that at the momenta I'm having 
trouble thinking of anyone who might 
enjoy this arcade strategy trading game 
more than any other^ It's simplistic. 



rudimentary and 
boring, to say the 
least. Indeed, as any 
Egyptian trader will 
tell yoUr a life based 
solely on trading is 
fairly boring, and 
he'd pack in his job 
and become a pyra- 
mid designer if it 
weren't for the ar- 
cade sections. Ah. 
ye5- What's the point 
in bringing out a trad- 
ing game if it isn't 

spiced up with pretty graphics and hasn't 
the odd arcade section thrown in? 
Unfortunately, that's what they are. Odd 
and thrown In. 

There are three major arcade - and I 
use the word very loosely - sections in 
Fharaoh. One is a daft affair where you 
attempt to stop people boarding your 
ship by giving them a quick slap across 
the head with a paddle. Another involves 
throwing arrows at attacking (stationary} 
enemies while you pootle along on your 
charfot There's also a section in which 
you guide your ship through rocky waters 
by moving the joystick left and right All 
are lacking totally when it comes to 
gameplay and fun^ and a simple joystick 
error can end two hours worth of empire 




■»Wj r«Wf raw your boat, spvwMy d»ini Hi* sirtBn, intfrilTr 
i»«vriiy, n*fTti)f, M«rHiri if I cmli agalH I'll t«n«jii. 

building on two of these sections. 
'Frustrated' does not accurately describe 
the seething mass I turned into^ when- 
ever thfs happened. 

\n addition to boring gameplay on all 
fronts, D^y of the Pharaoh wins my vote 
for this year's prize as the most un- 
frfendly disk juggler. Sometimes yoti 
even have to swap disks to learn youVe 
been killed, h's a pity that what could 
have been a fine game has been ruined 
by sloppy design and a lack of thought 

Amiga scare - ST cind PC out now 
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Folbwmg Tracks uit Mar>oger's No. ! Success comes 

BOXING MANAGER 

Real Fighting - RealTactics- Real Management 

Endol Round 7yQUT bo^e-r relurns to ihe cnrner. The cuts w^ofa&ning and there's 
^Swellin^ tjiftrieath th^^ye Vou havethirty s^mndF^tD patch him Lip.Whjil ahoul 
^ur fight ladies? Is h^ in front' Only the thrse fig hi judges tnow for sure, 
Should v^u ^ive him further iristruclioris?- loo late tha hell rounds. 

YES ANOTHER SMASH HfTCOMING 

^llligihtE uEfl anariifjcial pntelligenceiA^ith ind^pth cQmrn^ntsry a$ 100 
IkiKsns Elmggle la become Heavyweight champion of th« worlcj. 

THIS GAME HAS... 

100 Bcxurs 20 light Mijn^gtirS lall with individudi al>iliti<>& ar^d i^aliri^S. 2 

5cuuts •Dilfafenl governing boditts* F^liya-id •TrdinOr* Area national sn<t world 
ranking displayed • Stfcrelary* Fi^ola^*. * Utlerg and tclcphorie caHs * It's all 
here wiEh mofe. 

PLUS... 

I Mdw around your ofincts ♦ Usy ywur tcl<it"liOrHS * Anstfv&f mail ■ Sign 
agpeements with boxttrs, prornOle^S, gOv&rnir"fcg bodices • £*( up deals • Visn 
phvsiD or pop into thft ir^inin^ €amp • l^anagc yp to F4v# Donoi's at Dnc&, 



• 



ALSO... 



D^idc- upon hght taclics- according to Ehe s^Erength ancJ weaknesses- of your 
boxers, what are their weaknesses ? sorry - you'll have to find out„ Work as a 
$i?£;ond during rounds. Use sponge^ Flat iron, lowel.waler etc.Op|Hincnls yse 
ini^HigenC'd Iti dftCHle upon their next nound plans so beware. 



BEWARE... 



IfyfH^re hioking for something easy or a joyslick waggling punch up - look 
p'sewherp Ihis is ^he Fighl game wiEh reality 

GOUATH GAMES $|}edaJlses Iti ADVANCED- INVOLVED 
-ORIGINAL SOFTWARE DON'T FORGET IT 



AVAILABLE ON... 

CQM 6*- q.95/l^'*5 DISC 

SPECTRUM - 9w95 

AMnt?AD 9.95/1Z.95 DISC 

AMIGA ^ ATARI rr- 14.95 

IBM - 19.95 IncftudMifl V M P1^ bOjp post & paek^-ry 




PLEASE SEND CHEQUES/P O TO: 



1 SCIENCE PARK, ABERYSTWYTH, DYFED $Ye3 3AH 



t«Itl]lTll 
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y^i,^*i y*»^ ^^^; 





1 UPPER PARK STREET, HOLYHEAD 

GWYNEDDLL65 1HA 

IMMEDIATE DELIVERY OF STOCK ITEMS BY FIRST CLASS POST 

24 HR HaTONE 0407 SOBOB NEW TITLES SENT DAV OF RELEASE 
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AMPGA ST 

A.P.B.. 13.!&0 tl.SO 

AjCTIQm FKSHfEA 16.«) ^#.90 

ABCMIKLAQOS......... Ift.SO 1fl..90 

A-fit AftOTN „ 1«.» Ift.iO 

BALAPlCtQFPOWEn t09D..... ....1«.W 14.W 

KATMAM If.Sa 13-W 

t£AlMANThiEMOyiE .If.n 19,99 

HA1 I LEiMAl^KS 1942 1*.*Q 1«-» 

MACH V-pi L f V 1 i.M 1 a.M 

B40 CKAtLFI*>F 1fi.-» 1S.« 

DIACIC CALJIonnN .1B.M 18. M 

BIAD€ WAHRiOfl... .1B.M K.M 

BtASTFItDIDS -H.M 13.90 

n. I^DRWYCH. , ti .90 

ei DC5D MONEY 1(1.90 

BUFFALO eiLLSftOOtD ..1ft.90 

ciAeAL ,... le.iO 

CALifORhJiA GAMES... - .....la.-M 

CAHHICe CQMMANP Mt.Xt lA.ifk 

CASTLf WARJRIDH ,1ft.K 14.90 

CHARIOT^ OF WRATH H-Kt 1S.9II 

CHIC.AfiO &0 ....11.90 13.S0 

COLOSSUS Chess 10 ..ti.90 16.90 

CDNFLtTT IH^UAOH Tfl.90 ia.90 

CONTIWF.'dTAL C ACUS 1 a.90 1 3.90 

C0Smh-:pihat6S ..., ....ti.90 

CHAiCY ::ahS J .16.90 

DAIL Y UOUBLE NORSt WuC 1 3 90 

DAHK hUSlON 13 90 

CAY Oh IME VlPCH. 16 90 

P6JA VU 3.. .. 16 90 

D6M0NSTO«il. 1390 

DOM iNATOfl ..r... ....... 1 3 .90 

DOUBLE EwftAGOl*. ......r ,.... 13.90 

OPAGON NIN JA . , „r.,r r., 1 S.90 

OHAdONSnfliT 13.90 

OLJWitON MaSTCR... 16 90 

D-YNAMirEDuJ<. .. 16 90 

ELnt 16 90 

tHP£«Dn Of THE MINES. 1 6 90 

tf t DF aoRua 1 6 90 

Mfi COMiAT PILOT . 16 90 

Fits fALCOhP 19 90 

H b ^ ALCDM M I5SI0N iMS« 1 3 "90 

TEnftAftl FDHMUL A 1 l-S.W 

riE*)OI5H FRf nDI* "5 Eillj TOP l-ft.-to 1 9.-9C? 

FOfi&DTTFN WOHLDS la.-W* ia.-*6 

G LlNEKfH■^Ha■T5^«^T ia.'i& la.-w 

GAMFS ^UUMhB iatftOi* 13.^ l^.W) 

GrHINI Vtm^...'..... 1S.W 19.W 

5FIIOWION . .. Ifll.SO lft,» 

ijUNSHlP..... Ift.W !*.» 

M.A.T.E 13.» 13.W 

HAWKEtE ......,..».,....., 13.» 19.» 

HIGH WAY PATnCN... ,.., !*■» ia.» 

HIGH STEEL , - la.BC* 1 a.« 

HOND.A HVF. .,„„.,..„. ,....,,.. 1*.90 

HUHANKILLWd maomc la.so ia.» 

WDVLASTCH TACTiOhi CAME ia.» ia.» 

WraSTAT^Ohl 1#.» 14.» 

ncwTi!ACKER i:a.M ia.» 

jyvws. ia.» la.M 

K. DALGLI^H $oc. ImahAjOCR.. ia.» ia.» 

KICK OFF 1-9.W la.M 

KNIOHIFOnCt Ift.W IS.90 

KRY HTAL ,. . . lfl.90 1 9. 90 

KIJL T . . . ia,90 1 1. 90 

LAHlH SCIUAO.. 13.» 1i.»0 

LAST NINJA 2 .ia.» 16 to 

LtDSTflftM... 13.W 19 W 

LEISilflE SUIT LAflflY 2.... . 1» W 1 9 90 

LICENCE TQ ItliL . . .-, , 1 a.90 1 3. 90 

LPOHTpgiiCF i*.so iH.«d 

LORVI& OF The r^iho Sum ia.» 

SEGA GAMES 

AFTlHSUHNEn 21 .-as 

ALEK KHrm fji nsf SiaRSi J1.91 

AL^N ^VJDHdM-E -21. 9S 

ALlEflEO BEAST A1 .»& 

AZT EC * DVE NTU«...... ».E« 

BlJ^CK. BELT. ..aO.» 

BLADE EAGLE 3D.. .....,..,r..r..r.¥1.» 

CAk iFOnwiA G AMF5.. ,-, ...34.50 

CAPTAIW 511 VFR ..21.SS 

CASINO- GAMFS 21.S« 

CYBOHG HUNTER 3D.S4 

CK?y W£ DHAiMiH. -. ." .--.-" 21 .i* 

£NDUflO ftACER .30.60 

FANTASY ZONE 2 21 .t€ 

aA#(GSTCR TO^N 1T.S6 

clobm. dcfcncc ....ao.60 

^REAT BAEiESALL 30.H> 

-I^REAl BASKCTBAL1...U...... .30.60 

GREAT FOOTBALL. .30.60 

fiflEAT GOLF 30.60 

GREAT VOLLEVftAlL. ..,.. ,. .30.60 

HUNG FU KCi . ......,.., r.,r..,. .30.60 

LORD OF THE 5 WOfllO ,. ,. 31 .96 

MAZE HUNTFfl .ID . 3 1 .96 

MIBSCFnEFFMCE 3D 3l.! 



AMnGA 

MCHOfflOSE SOCCER 16.90 

MILLENNIUM 2.2 16.90 

MRHELI 16.90 



NAW MOVES 16 90 

NE^tH MIND .... ,,. ,.,,,,. 13.-90 

NEWZEALANO 5T0RT. ...... .......... -Ifl.Sfl 

hJOHTH AND &WJIH , „„„„„ „ , . Ifl.W 

aiL IMPEMUW ......„., 16.90 

oait 1 B.H 

OPtHAT IQN WQLf 1 i .90 

P. GASCQiGNE SOCCCPL 1 i .90 

PAGMANIA..... 13.90 

PAPERBOY 1 9.S0 

PAS3IMG SHOT 13.W 

PHOWA 13.W 

PIRATES - 

POPLILWJS. 1-6.90 

pqpuLOiJSi n6 w wOflUie - *.So 

pgwERDWDME 1S.« 

ffltC I0U£ M(TAL 1 S.^A 

PftlDAT OH 1*.9<> 

1»REMlCR COLLECT10W 1 9.90 

aUAATZ 1S.» 

ft-TYPf 16.90 

ftAC ftAiLY 16.90 

flAINBOW WARRIOR 16.90 

flEO HEAT 16.90 

«E0 LIGHTNING 1S.90 

RENEGADE 3 ...li.SO 

RICK. OANGEBOtlS.. 16 W 

ROBOCOP ..r 16.9P 

IRL^NN'NG MAN ,r..r r......,., .16-90 

mm THE GAUFfTLiT, „.,r.-r lft.90 

S D I 1*.90 

SHINOBI ia.9* 

SriOOT -EH UP CONS. KIT... H.» 

SHUFFLEPACK CAFE.............. 13.W 

SLiPtf FED It.M 

SK WF FK , 1 3.-90 

5iFFPINI5G0CljL«...,.....,r 16.» 

5PACF HAFlRIEn 1^ J... ...... ..„.„. li-90 

STARfU IDER 7. „ ,.,,.,.„. 1 i-90 

STAR HL AZE . . ■ 1 3-90 

STAR WAR$ li^O^'lf li.90 

3 1 E KiAR 1 a.90 

y 1 E Vb UAVI3 SIMHKEA 1 a.«J 

STOftr &Q f AR WL Ua 11.90 

STPrx 13.90 

3TUNTCAP - 1#.90 

SUPEn lE a Cu E SOCCEH ll.ftO 

5UPEP OUi'JTEI 1«.»0 

Sh^OnCIS OF TWILIGHT le.WJ 

TANK ATT ACIt. ., ,. r... ... . ■■ Ifl-^O 

TAR^jHAN ,.,. , 1«.^ 

SILPHtEO ift.SO 

FHHEt U PDDL I«.M 

lHUNUtHil*rD^ 1«.M 

THUN-fl£RflLAD€ 1«.ftO 

TME 19.96 

TMES Of LORE. 16.B* 

f* T* 19.90 

TRIAD 2. 16.» 

ftav. PuASUIT/r.P. MA aCG 1 9.9CF 

VIGHANTE 10.9* 

VO-YAGEft 16.90 

WAW IN MiDOLC EARIM 13.90 

WAYNE GRETZRV HCX3(;iY..............ll.KJ 

>^ECLE MANS 10.90 

WFIRO DHE AHS.. .- ,r.,. ., 10 JO 

WICKED ,..,. , .,,r.,r io.io 

KFWn-.^J J MEOAQLAST IOJ«! 

XE N(H»HDBE I^JO 

xyBtus. la.n 

^Ar- McARACPtEN 16.90 



£1 
16.90 

16.90 
tfl.90 
1JS0 
13 90 
13 90 
16-90 



ia.94 

tfl.90 
11.90 

13 90 

13 » 
16S0 

1B.30 

1S.M- 
1*.90 

19.90 

19.90 
ia.90 

14 90 
13.90 

13 W 
16 90 
1390 
16.90 
13.90 
13.90 
13.-H 
16W 
13 » 

15.90 
1^.90 
13.90 
16.90 
13.30 
16.30 
13.'§0 

ia.*3 

lft.90 
13.90 
14.90 
1490 
li90 

1B.90 
16.90 
19.90 
16.90 
IS.90 
13.90 
I9.9fi 
19.90 
13.90 
1490 
13.90 
10.90 
13.90 
13.90 

IJ.VO 
lOJO 
i3.» 
1«»0 
1«.K 

la.AO 

16.90 



MONDPOtIf ..., .,P. ,..,.... 

MINJA 

DI/TBUW 

PlNfiUIH LAHQ ., 

P&WtFl STRKE 

PftO WflESTLiNG 

OUAflTET 

WTYPE 

RAMeO 3 .. 

HEiCUE Mlififlh 

ftOCKT 

SECRET COMMANQ 

5NlAl4Gri Al 

■SHUNOSI 

SHOOTING GALLERY 

SPACE MAflRIER 20.'3D 

SUiMARINE 3D........ 

THUNDERW.ADi 

TIME SOLDIERS,.... 

WANIfD ,,. ,.„ 

WOiUP GRA*1EI miK 

WOHLD $OCtEH 

Y'$ .: 

IAXXDm 3D.'3D 

fiLLlCiN 2.. 



UK BFPH IIELI¥EHT FHEE. ELSEWHERE ei.DDrfiAME FDR AinMAIL 
PLEASE MAKE CHEQUErPD PATABLE TO KEY SOFTWARE 



SECA 
26 9D 
.3D.U 
.31.46 
.2t.W 
..10.H4 
..17 9b 
. 17 9l> 
. 26 SO 
..^1.96 
..30.60 
..11.96 
..30.54 
.20 SO 
21.96 
..20.50 
.21.96 
. 21.96 
71 « 

71. as 

71. ae 

. zo.sa 

..20.10 

.29.96 
..21.9i 
..20.frO 
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Tke Bearded 
Wonder off 
Adventure- 
land is back! 
Yes, Mike 
Gemird 
spills the 
beans from the depths 
of hippy Huntingdon 
on what he's been up 
to (adventure-wise of 
course!) during the 
last month. 




fhlir lallAW Q<lw*ntiir«n, waa history 
In Hm iH4ikinf - Infncein^i flnt «vvr 
9aiii« tft havA ^i^pliFci^^^ 4 van li It 
wv» Iwtt tli« loading up*«n| 



Whfle I was checking out the 
Infotom info this month and 
feeling despondent Teos due 
to wretched company take-overs the 
regufar flow of adventures that I love - 
the truly Interactive Fiction type - may 
ceaga); I perked up considergabl'y when I 
realised that there are still dozens ol 
Infocom games that Tve never really 
even got my teeth into. Vay. I thought, 
let's get one of tinose golden oldies out 
and give it another bash. 

B&yond Zork was actually released 
yonks ago and when it first appeared I 
was sq rushed off my feet {That's a 
feebie excuse. Ec^. J that I didn't get 
much time to play it. So^ the other day I 
decided to "Stuff work" and get the 
game out again. 

First thoughts? A reminder that this 
was the first Infocom game to have any 
type of graphics at all, even if it was just 
the loading screen. Littie did we know 
what that would lead to? 

Wink, wink, nod, nod*** 

Nekt thought came as I read the 
Introductorv screen's text. (Newcomers 
note that text' means ioadsawords on 
the screen). Anyway, I read the intro, 
which had superb Infocom-type lines 
like The coconut is our only hope' and 
'The shrill voioe of a newt rose above 
the cheering/ 'BJimeyf , I thought 
completely enraptured, There's a whole 
game 'ere!' Even typing 'I' for Inventory 
produced^ 'You have one Zorkmid'. A 
financial nymph appears on your 
keyboard: 'By the way, you can check 
the amount of cash you're holding at 
any time with the Cash command or 
just type S fpNowed by RETURN. Bye!' 
And she disappeared with a wink. 
Rightn '' thought, how can you 
possibly get all that on an icon? And 
how can an icon compete with the 

simple remarks that 
happen to tickle my 
fancy, like entering 
n room and 
discovering that 
There's a giant 
onion here'? On 
examining the 
onion you learn 
that 'This onfon is 
twice the diameter 
of the Frobozz 
Magic BeachbaN 
Company beach- 
ballJ' I don't know 
about you but I 
revel in all that kind 
of stuff. Even being bitten on the ankle 
by a rat-ant as you go down into the 
cellar. If you try to attack the rat-ant with 
your shillelagh, each response from the 
program is sHightly different, though 
Somehow you always just manage to 
miss the creature! 

And lo and behold then it happened. 



I went north from the cellar In Ye Rusty 

Lantern public house, and forgot to light j 
the rusty Jantern before I moved. The ( 
result? Why naturally I was in immment 
danger of being eaten by a grue! Eeek! 
Luckily, I survived that time, but it did 
make me wonder whether graphics basK 
games wiM mean that someonep 
somewhere is going to make the fatal 
mistake of trying to depict a grue. Even 
The Lore And LBgends Of Quendar 
booklet that comes with Beyond Zt^rk 
doesn't make that mf stake. On the very 
first page, beneath the drawing depicting 
a few human remains, we read that 'No 
grue has ever been seen by the fight of 
day: few have survived its fearsome j^wb 
to tail the tale.^ 

Hlow, Phew, Barney McGrue 

And long may that be the case. A 
graphical grue? No way, Jose. There are 
some things, I'm sure you'll agree, that 
only words can do - and thank goodness 
for the Infocom back catalogue. Mow 
what should I do with the fishcake? 

As the ZERO editor rs so striq^t iOoooh 
I like it really I) and insists that writers 
write their writings iCul the aihteratton. 
Ed.) about three years before deadline, 
Vm forced upon pain of death to write this 
second issue before th& first one's even 
outf So the flood of letters that'll no dQutr 
swamp this page in the future... weli^ \h^ 
er haven't arrived yet. This tan only 
mean one thing - Til have to write it 
myself f Drat and triple drat! 

So this month I'm gonna give all you 
adroit adventurers an Infocom exclusive, 
revealing its case history, latest news and 
titbits 



^ 



The adventure world was once a reliable 
place. You could, for instance, rely on 
Infocom to release about four sparkling 
games a year like BuresucraQy, Trinity, 
Leather Goddesses, Lurking Horror, 
Sf^f/onfe//and so on.. At least a dozen 
ace games were released from '85-'88, 
end that's not counting the brilljant earliir 
classics like Zork, Deadline, Hitchhiker^ 
Ptanetfsfi and Suspended. 

But then things started to change. 
Quality seemed to suffer a tad. Some 
thought Pfuodered Hearts w^s scraping 
the bottom of the barrel, that Border Zom 
was teetering on the average, and others 
simply couldn't fathom Nord And Bvrt 
Couidr}'t M^ke Head Nor Taii Offt. 

There was also doubt about which 
machines were being supported, Amstrad ! 
owners found that Lurking Horror and 
Stationfait wer^ the last two games to he 
made available for their machine, and 
then Atari ST users had the screaming gb 
dabs when Sheriock Holmes And The 
Crowf} Jewefs failed to appear in their 
format. It was withdrawn soon after on 
the ST and though some have been 
promised, will they actuaJly appear? 
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In the rmrdst of all this, the company was 
taken over by Mediagenfc/Activision 
due lo financial difficulties. I reckon that 
if you're producing award- winning 
games selling by the hundr&d thousand, 
\Hitchfker\ Zprk and Leather 
Godd^^su^ Of Photos certainly did for 
one) and not making any doshr then 
there's been a cock-up by management, 
(n 1987 and 198B there was also the 
rather weird idea of the Infoconnics 
series of... well, what were they? 
Games? Comics? Every Infoc-om fan I 
knew suss-ed they were doomed to 
feilure as soon as they heard about 
(hem. A pity Infoconi didn't realise ft 
too. So they died a death. 

Did Infoeom lose its way m al^out 
1 987. when releases like Plurtd&red 
Hearts and Nard And Bert showed they 
were looking round far different'tdeas? 
Adventure players like me would have 
been quite happy to carry on playing 
new Infocom games till the cows came 
home but it seems that they had to turn 
their hand to something new - quick. 

L^atker Goddess»i of Phobos 

Amonybt alJ the wranglings and 
uhcertaintieSp late in 1933 the Infocom 
President and long standing member of 
the team^ Joel Berez^ resigned. 
Followed by the closure of the Infocom 
offices in Cambridge, Massachusetts. To 
find out the latest hot gossip, I spoke to 
Aeti vision in England^ though even 
they're not always 100 per cent tuned 
iriito what's happening in America. 

They were kind enough to disclose 
that management had moved into 
Mediagenic offices, and are hoplngr thai 
the programmers who were left behind 
will continue to produce the same sort 
of super stuff for Infocom. 

Infocom's main problem was 
profaably over-staffing but let's keep our 
fingers crossed that they get themselves 
sorted soon. Do not despair 'cos there's 
a glimmer of hope regarding rumours 
that some renowned Infocom names 
are actually setting up their own 
company! On the other handr this was 
actually one of the rumours that 
Activision refused to confirm or deny. 
Maybe we'll see an adventure company 
centred around the likes of Dave Lebling 
and Steve Me rets ky. Between the two of 
them they've produced Lurking Horror, 
Pfanetfath Sorcerer, A Mmd Forevef 
Voyaging, Lesther Godde^s^^ of 
Photos, Hitchik^r's Guide to the Gaiaxy, 
Shogurt, Zork, Enchanter, 
Susfxect Speiftreaker 
and StatfonfaiL I for gnc 
would fike to see more 
Inter-active Fiction from 
the guys who did all 
those graphics- 
dominatedn rather than 
icon-based, RPG-type 
games. What abdut you? 





MY PLAY LIST 



This IS where I keep my side of the bargain and fet you know 
all about my adventures - the ones I've been grappling with 

over the last month! 

DOMES OF SNA 

River SofWare has b««n running SLiccessftilly for a iew y^ors now^ with a 
streom of 8-bit releases and a flow of good reviews^ Ye^^ you con reoffy 
bonk on o River Software adventure hut can l4iey bridge the gop between 
8-bil ond 16-bitt And can I think of ony more river-type puns? (Hopefutty 
not id}. V\\ just get on and look at their current { whoops!) release. 

If you^ve had qn 8-bil machine you're probably olreody familiar with 
^ome of Riveras releoses like Mutant Hammer Of Grimmoid and The Domes 
Of Sha, Weil blow me down with Hurricaine Hilda if those very some three 
riries haven ^1 been converted to the ST by author Jack Lockeriby using 
Incentive's STAC and published on one disk at under a tenner^ II gets full 
marks for value from me! They're oil text-only so there's no ottempt to use 
STAC and the ST'* extra memory to jaxz them up with some pictures. No 
foncy packaging either^ unless you rate a jiffy bag. As the re ^s no room to 
review oil three^ I thought I'd look in detail at the most recent Dome* Of 
flKT^fhich I liked in its Spectrum incarnation^ giving it 30 in the mega- 
vronderhjl Your Sintlmr adventure pages. 

omes is set on the planet of 
fOla^as which is where the Sha 
" tribe live in their own little valley. 
AH around therm the planet is dying, but 
can they quit their valley to go in search 
of better prospects? Can they heckers. 
The Cold Fear stops them. Till now, of 
course. Enter one brave (i.e. too dumb 
to know better) adventurer. Yqu find an 
ancient scroll early on, and although it's 
written in a long forgotten language, the 
programmer kindly provides a 
translation. The gist of this is to get in 
there and lead the people out of the 
valley. But first you have to find the 
village elder. [What^s wrong with 3 
sycamore? Ed\. No, not thm kind of 
elder but the oldest and wisest chap in 
town. He's certainly got his head 
screwed on, 'cos he's staying put and 
letting you sort out the problems! 

The problems are good. Right from 
the start they've got you pujjiingp and 
the siie of the game (each one's nigh-on 
90K) means there's plenty of them. Like 
how to get the Sunowrs egg down from 
the tree when mummy bird anacks you 
if you take it? How to get the black 
object resting on thin ice on Lake Sha? 
Beneath the valley there's ^ large 
underground cave network, a bit like 
Cofassai C-sves- There's a beam in there 
which comes in very handy, so don't 
break it - so f^r I've used it in three 
different problems and iVe a feeling I 
might be needing it again. If you get 
stuck you can always type HELP - that 
gives you the phone number and 
address of River Software* 

So far so good- The bad news is that 
this has been a pretty hasty conversion 
job: missing comas, typing mistakes 
(e.g. southest for south-east), the 
Sunowl suddenly becomes Sun Owl, 
that kind of thing. Nothing drastic but 
stfll sloppy. There's also a littie bug, If 
you enter a multiple movement 
command [like SOUTH. WEST. NORTH) 
in on& input, then the status line at the 




top and the screen description 
underneath disagree with e^ch other. 
Typing LOOK gets them to agree. 

Despite the increase in size, P don't 
think these games convert well to the 
ST (only available on ST at the moment) 
- why buy a 16-bit machine to play 8-bit 
adventures on? And that's what it felt 
like. If you've played theni on the 
Spectrum or Commodore you won't 
want to play them again, and if you're 
used to 16"bit adventures you may be 
disappointed by the simple presentation 
and little mistakes. But they do only cost 
about three quid each, so recom- 
mended for the paupers among us! 



WHAT'S WHAT 


TITLE 


Domes of Sha/Mutanr/ 
Hammer of Grimrnold 


PUBLISHfR 


River Software 


ADDRESS 


44 Hyde Ploce. 
Ayleshom^ Kent. 


PRICE 


£9.95 


FORMAT 


ST only 
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adventures 




li 




Advenlurtt Health Warning; 

Reading th« folks wng may 
sariously damage your adventure fun - 
unless you're completely crap anyway* 



THE PAWN 

Getting Sivrtvd: 

Go east say "Hello" to 
KronoSr listen to what h^ 
says and then say to him 
"What is the wristband?" 
What Tci Da In Thv 
Palace Gard^n^: 
Look in th@ fountains 

and under the mat. Examini^ the bushes. 

Use the metal key fron your jeans to get 

into the shedr and look under and on 

the workbench. 

Hoyv To Stop The Guru Laughing At 

Yow: 

Hide the wristband with your shirt, 

Ho^ To Get Post The Baulderl 

Use your shirt to tie thp hon and rake 

(from the shed) together, and lever the 

boulder. 

How To Gel The Guru What He 

Wants: 

Melt the snow to produce the water. 

To Lift The FlooHboards: 

Close the door behind you. 

JINXTER 

What To Do With The 
Plastic Dragon: 

You can play with it in 
the bath but otherwise 
it's useless. 
Eorly Red Herrings: 
Vour mailboXr the book 
on th& bathroom floor, 
the dragon. 

Who I To Do When The Phone Rings 

In Your House: 

Answer it, you fool! It'$ on the desk in 

the library. 

What To Do When The Postman 

Calls At Xom's House: 

Read the note he leaves in the mailbox 

and then dial the number using the 

phone in Xan>"s house. 

How To Get Post The Bulk 

Get the tabie cloth from the 

conservatory table, wave it at the bulL 

then throw it at the bull. 

What To Do With The Spectacles 

From The Magpie: 

Wear them to see in the dark. 




CLUES-EAU 



V 



~ ~f ^" here'£ the page wher« I [alia5 Inspector Clues-eau) will be giving 
you what you want - no, not that or free fivers but loods of hfnts 
and tips on all the best 16-bit garner. Maybe even a full solution 
now and then. There'll be hints from my archives, or if you^ve got solutions 
or tips you think might intet^sl other readers, send 'em In* 

Now it's hard to know the best way to go about handing out hints - do 
you give the full answer? Do you write it bock words or upside down? Do 
you put the answers in code or give a hint that's so subtle ev«ry clothead in 
the land will write in and say ^'Er^ I didn't understand that,«» what does 
'subtle' mean?" Tve decided to say ''To hell with it" ond fust print the 
answers to the problems straight. So if you don 'I want to know the 
answers, it's quite simple, just don't reod the questions. And if you think 
the system needs changing, write and let me know. I'm one writer who 
actually listens to his readers. 

To launch the page on its way, here's a Special devoted to the 
adventures of one company who've done o lot for the 16- bit scene. 
Magnetic Scrolls, Just m cose you hate me giving the answers away like 
thisy Tve concentrated on the early stages of each game. 




CORRUPTION 

Getting Started ^ 

Take the share certificate 
and amended ledger 
from the cabinet in your 
office, and put thenn in 
your office for safekeep- 
ing. Then go into the 
corridor and listen at the 
wooden door. 
What To Do In The Toilet; 
Apart from the obvious responseSr you 
should look in the cistern but don't take 
what you find. 

How To Get Into David's Offices 
If you wait until about lOam, then 
Theresa will go for a break. 
Ptione Calls Worth Listening In On; 
One at about 11.25 and another about 
12.10. Pick up the phone a minute or so 
beforehand and just wait tilf the 
conversations begin. Take the first one 
in your office, the second irr Theresa's. 
How To Avoid Winding Up In The 
Hospital: 

You can't - you need to go there, ther> 
escape. 

THE GUILD OF THIEVES 

Getting Started: 
Jump west to get on the 
jetty, then hefp the old 
man (which gets you 
into the castle). 
In The Drawing Room: 
Examine the setteen get 
the cushion and then 
open the cushion. 

Which Rot To Bet On: 

The grey one. 

What To Do In The Junk Room: 

Move the junk. 

Hqw To Get Into The V/indmill: 

Shout and ask the miller to "Please stop 

the vanes."" 

Hot To Get The Miller's Loot: 

Buy it with the cheque from the rat r^ce 

but be sure to put the lute in your swag 

bag and close the bag before you leave. 

How To Open The Safe On Tlie Wall 

Of The Golleiy: 

You can't. 





How To Moke Coffee 
For The Producer: 
You can't so tell Rod to 

do it.. Works every time. 
How To Pipy The 
Voriouf Cassettes: 

First watch out for the 
bug which means that if 
you put the tapes in the player first, you 
can't actually get them out again and 
also can't complete this section. So 
PLAY CLEANER llSf PLAYER first to dean 
the heads, then SET FADER TO 3 so you 
can hear the playback. Then play the 
ferric cassette, the chrome cassette and 
the metal cassette, in that order. 
To Avoid Ttie Exploding Parrot: 
Open its cage and then go to another 
location. It'll ffy out after you've left and 
f^xpiode somewhere Iw the jungle- 
How To Get Post The Hippies: 
Make sure you're wearing all the clothes 
from the van and also switch off the 
torch when carrying the pew. 
Ho^v To Get The Gargoyle: 
Stand on the pew, tie the gargoyle with 
the cord from the altar, get down again 
and PULL CORD. 
When You Arrive In RcKich^s 
Appartmentn' Hydroipolis: 
Check your watch, look behind the 
fishton, examine the shelf and the 
Switch, and to get out you PUT HAND 
ON PRINT. 



IT'S GOODBYE 
FROM HIM 

I ^ Well, that's it from 

^l*ii^-*r I me this month folks! 
* t sholl go away and 

pnnw my beord in excited 
onttcipation of your hint^, tips, 
problems^ photos^ diories»«. 
{Steady on* Fd*). Speak out on 
adventures by writing to me, 
The Mon With The Beard, 
Adventures^ ZERO^ !4 Rpthbone 
Pface. London W1P 1DE. 
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This month, 
ZERO'S Tim 
Panting lays 
his sanity on 
the line when 
he tries some 
happy talk 
with Captain 
1 said WOT?^ 
Sensible. 



HAPPY 
TALK 



In a tiny attic office in JSJotting Hifl 
GatCn Captain Sensible is plu^d to 
Xhe lat&st r^^/i^ws of his n&w album 
Ri^votiftfon Now. 

"Sounds called me one of the 
world^s most disgusting slobs," he 
explains genially. ""It was a good review 
though and I also got a good one in 
NME. Yd LI must read it." 

"Here E Mtistc Week This album 
should give the Captain the song writing 
credit he deserveSr./ Aaaargh! "Tracks 
Jike ^ Riot On EasttournE Pier have 
simplistic yet charisnnatig qualities 
about them that makes this a refreshing 
set...' Aaaaaarghf Brilliant*" 

He waves another disk, this time 
labeNed 'Stein burg', referring to th^ 
German software hoyse of the same 
name. Well, nearly anyway. I point out 
that it's spelt wrong. "Typical." mutters 
his press officer. 
The camera 
shutter begins to 
click away on 
motor-wind... 
ft's pretty weird to find an (?x-punk 
axeman who composes and records his 
music wi^th the help of a computer. 
Captain Sensible (Xapf to his friends) 
bought his Atari ST two years ago and. 



"YvM'd wipa the 
bloody thing*" 




now finds it indispensable. 

"When I started using computers, it 
was all totally beyond me. I was just a 
humble guitarist who played in a punk 
band. So i left me computer down the 
studio and the other guys learnt to use 
it.. When we got thrown out of the 
studiOr I took the thing back home and 
forced myself to get to grips with it. All 
very much trial and error stuff. Td spend 
a good couple of hours putting some- 
thing together and then J'd accidently 
wipe the bloody thing!" 

The Captain uses the Steinberg Pro 
24 sequencing program almost 
excPusively. That way he can write 
music at home^ then for the recording. 



take his disks down to the studio, where 
they also have an Atari set-up. 

"It's a good system. I'm going to a 
record mg studio tomorrow that's got 
the same 16 track tape recorder and 
computer as me. All I do is take me 
disks down and mix it. But i always do 
the drum& in the studio iive so as to use 
all the effects units which I haven't got 
at home. In fact. I've just spent the last 
four days drum programming for new 
songs. I've got an Akai S9&0 
sampler and I really like the 
drum page on the Steinberg. 
T'rific. I've just discovered the 
'loop functions If you do a 16 
bar passage, you only have 
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to ge-t two bars tdgether, loop 
"em and then copy 'em with the 
repeat function. Then you go 
through and fine tune putting in 
fills and stuff like that. It's just so 
much quicker to do it that way^" 

A fgK arrives giving the details 
of an imporiant Sensible appoint- 
ment, 'P.S. Dan't forget your gui- 
tar' reads a footnote. I begin to 
wonder just what makes a punk 
strummer turn to the evil God of 
the Silicon Chip. 

"What do you call someone 
who hangs around with musi- 
cians?" asks the Captain. 

Ounno. 

"A drumrnefH'' h^ laughs. 

I make a trite comment. WpII, 
probably n>ore offensive than trite. 

"Are you a drun^mer?" 

Erm^ yes. 

""Well, that's why I use the 
con^puter. After twelve y^ars 
with Rat Scabies (drummer with 
The Damnedh anyone would f^Tli 
in love with a Steinberg. No, 
don't print that, he won't buy me any 
more drink§... ISarry Cspt^tn, coufdn't 
fesisT it. Edr\. I ^iso really like working 
on my own/' he explains. "It's a bit 
antisocial but I work with a l3t of 
musicians and if you write the songs 
yourself, that way you don't end up with 
someone else's interpretation. Tm a 
rubbish keyboard player but the 
quantise function is quite fantastic, {A 
function of the sequencer that automati- 
cally corrects bad timing). You can ^low 
the track right down to about 25 beats 
per minute and play your keyiboard part 
in much more slowly. Then you speed It 
up and it sounds fah!'' 

Meanwhile, the cat has finally 
managed to get out onto the ledge and 
is investigating the possibility of 
abseiling down the side of 14A Motting 
Hill Gate without a harness. 

"I hate that cat/" adds the Captain 
sombrely before returning to the subject 
in hand. "Wihenever I saw people using 
computers in music, I thought that it 
was the computer thai made it sound 
robotic. When I got mine^ th§ first things 
I sequenced were totally sixties sound- 
ing. Computers don't make music sound 
like a robot, it's ju&t the way you press 
the buttons. If you listen to the albun>, 
it's full of old sixties twang. I'll just 
briefly play you a snippet" 

The Captain now gets very scsnsible 
as he explains how each track was put 
together on the Atari, 

"I never use a mouse - I haven't got 
room for one. I use all the controls on 
the keypad. It's brilliantly quick once 
you get used to it - you get this method 
together with the up/down and right/left 
arrows. 'DdlldlldMdiidddldldl' like that 
and it's up at the top, then pull the thing 
down here, save and press the return 
button. Do you see what I mean?" Erm, 
yeah, sure thing Capt.... 

He reels off all the little bits of gear 
he's pulled together to record the album 
-mostly ancient and outdated. I ask him 
if he uses any other music programs for 
the Atari, suggestirrg he might use it to 
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program the Akai sampler - a riiutjh 
simpler option than using the 
instrument's own complex system. 
"Blimey, yeah, that's a good idea. I 

haven't got a program for that. I've got 
an editor for the Roland DSO (a powerful 
synthesiser) which is t'rifkc. You can put 
a load of patches together and store 
them on the Atari. I can't remember the 
name of the program but what I really 
like about it is the RANDOMIZE 
function. You press this button and get 
a completely different sound. It tweaks 
everything inside the DSO, it just goes 
beserk. There's a little line thing on the 
screen and if you put the arrow at the 
very end of it. it completely changes 
everything by 100 per cent, goes totally 
mega mad. Sortie of the sounds I've got 
out of it are absolutely t'riffic. Some- 
times I sit there far a couple of hours 
after I come back from the pub, just 
pressing the RANDOMIZE button. You 
get fifty new sounds that are really quite 
strange and off the wall. I got a really 
great aitar one actually which goes 
b i g i eo wf e o w i eo w. . . " 

And now he's off on another tan- 
gent, setting up a business importing 
sitars. Pakistan is called to find out 
prices and 20 sitars are ordered there 
and then. My mind begins to wander 
and I begin to fantasize about inventing 
a MIDI sitaf for controlling synthesizers. 
"That's a great idea. A MIDI sitar - that's 
bloody perfect." And then for no 
apparent reason the Captain suddenly 
sends a fax to the office of Benazir 
Bhutto, suggesting she check out his 
new album. "\ get quite excited about 
the fax machiner it's good fun^" he 
explains. Eventually; I manage to turn 
his attention away from world domina- 
tion and back to the humble computer. 

"What else have I got for the Atari? 
Let me see. Oh yeah, I've got a great 
game which is like Chinese chequers 
where you have to gel rid of the titles." 
He laughs." I completely OD'd on com- 
puter games. I boLj.ght just about every 
game in existence when I had the 



"B^naiir Bhutto, 
ch»ck out his albwm.^ 



Com mo 
dore. Not 

having a screen. I 
used to use me dad's 
TV in his living room. He'd 
come downstairs on his way to 
work at six in the morning and 
Vd still be there playing this 
cricket game. Even when he got 
hack from work I'd stiU be there 
playing it. I want to watch the 
television/ he'd say. 'Let me just 
finish this game/ I'd reply. The 
cricket game, like the football 
manager one, can go on and on 
and on in three day binges. I 
just OD'd on them, I hardly pl^y 
'em now. I don't do things by 
halves, you know." 

Opening another can, he 
takes a gulp and continues, "My 
favourite video game I ever had - which 
is totally ideologically unsound because 
if s an American' Let's knock the 
Russians on the head' game - was 
called Bsachead. I think it was a 
company called 
US Gold who 
produced it™ Fan- 
tastic game it 
was totally greatr 
about seven games in one, It has this 
fighter plane near theend-youcan sortof 
turn from side to side and all that stuff. 
The screen is almost 3D, ifs really clever. 
That was on the Commodore." He Trowns. 
" I got rict of that, a bloody pain in the butt 
that machine was. I used to think all 
computers were like the Commodore 64 - 
having to load them with a cassette, such 
a bloody drag. I still can't fathom how 
systems now work with a little disk. All 
that information... When you listen to a 
cassette. Itgoes^eiierghhaarghrgh', lean 
understand that, but how the little dfsk 
holds it. is totally beyond me.'' 

Aware that the conversation is about 
to plunge even deeper into the wonders 
of modern technology. I begin to excuse 
myself and slowly wend my towards the 
door and the 
comparative 
sanity of the out- 
side world. It's 
now that every 
one suddenly realises that the Walkman 
has been recording every word for the 
past hour and a half and has witnessed 
some pretty dodgy revelatiions. (And 
we're not talking Ataris but world 
issues like Pakistan, international poli- 
tics and black market MIDI sitars.) O-ne 
of the Sensible crew cries frantically 
"That tape msght get stolen by some 
Iranian fanatical groupF" Captain 
Sensible in Salman 
Rushdie hostage mi 
up? Er, no, I don't 
think so somehow. 
Come back Rat 
S c a b i e s r e V e r y - 
thing's forgiven. 
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Just to recap for thos# of you who 
missed Part One of the MIDI f^gture 
last month, a MIDI (Musical Inslru- 
mem Digital Interface) is a cormnntinica- 
tiona system thai allows hi-tech pieces 
of musical equipment to talk to each 
other To help von g&t the picturfip let's 
take a gander at a couple of simple 
fnstrument set-ups involving MIDI 

A simple set-up (diagram 1) is where 
you control two synthesizers from a 
"master'' synthesizer. The master synth 
^s normally qialled a MIDI controller {and 
it could be anything from g keyboard to 
a drum kit - as long as it has MIDI). 
Other synths can be complete instru- 
ments in their own right or they could 
be "expanders". Expanders are synths 
or samplers without keyboards de- 
signed to be played from a MIDI 
controller. People often use them to 
save space and shekels <of both) in a 
MIDI music set-up. After alL why buy 
loads of zappv keyboards when youVe 
only got two hands? (And one Over- 
drawn tank account Ed.) 

Each of the instruments produce- 
sounds as if they're being played from 
its own keyboard but receive note infor- 
matior^ from the controller. So sound 
from a number or instruments can be 
"layered'' together to produce a 
"bigger" sound, or they can be spread 
out across the master keyboard so you 
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can play them separately. This is called 
keyboard "splitting" or ''zoning''. And 
it'g not actually as painful as it soundsf 

Or 'owzabout a sequencer controlling 
a drum machme, a synthesizer and a 
sampler? < Diagram 2 K Here the sounds 
are being generated by the drum ma- 
chine, synthesizer and sampler, but the 
note info for the song is stored in the 
sequencer. The sequencer needs to tell 
each of the other pieces of gear sft^hat 

notes to play and it 
does this over 
MIDI. It's a bit like 
an orchestra where 
a conductor jour 
sequencer} is 
directing aN the 
musicians (the 
synth and sampler) 
to play the music. 
Just like 'the Cap- 
tain' himself 
advises, it's worth 
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MUSIC 



PARLEZ 
-VOUS 

MIDI? 



It's Tim Pirelli talking MIDIs 
again, spouting instrument 

set-ups and taking a peek at 

sequencers, samplers and 

synths.... 

remembering how computers can be 
used as sequencers. 

So how does the MIDI make all thfs 
possible? it's a cinch really -just press a 
note down. The MIDI will be able to tell 
that a note has been pressed, what that 
note is (MIDI Note ON and MIDI Note 
Number), how hard you pressed it (Note 
Velocity Information) and when you 
release it (Note Off Information). Other 
infor matron can also be generated but 
well cross that bridge when we come to 
it. {Phew. Ed] 

Just like in the computer world, the 
key to MIDI is compatibility. Any instru- 
ment whether it's a reverb unit or a 
teasmade iWhat? EdI that you want to 
include in your MIDI set-up needs to be 
"MIDI compatible." If you're not sure 
whether your instrument is fitted with 
MIDI, have a look at the back panel. If 
you don't find sockets marked MIDI In^ 
MIDI Out and MIDI Thru^ it almost 
certainly won't want to play ball. If 
you're using an Atari ST you'll find MIDI 
In and Out connections on the left hand 
side of the computer. If you're the proud 
owner of an Amiga you'll hunt in vain, 
but don't worry because you can buy 
MIDI interfaces - a sort of MIDI inter- 
preter - to sort things out. 

One oF the problems when deafing 
with MIDI is grasping exactly what's 
being talked about- Most of u$ encoun- 
ter this throughout life - if you're $m^rt 
you'll make a career out of it and 
become Cecil Parkinson, if nol keep 
drinking Carling Black Label, (Bitm&yf 
He's gone stf phifosophi- 
c^i on us. EdJ But before 
talking MIDI more 
fluentlyr let's feast our 
minces at the musical 
gear that goes with it... 
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SVNTHS 

A syrtthesfzer is an electronic 
instrurnent that generates sound 
using oscillatory, filte^rSr amplifi- 
ers and hundreds of other impres- 
sive terms. Don't worry about 
them and they won't worry you - 
pust yet. Synths come in a variety 
of forms: analogue synths are old 
and unreliable, but vary hip in 
dance music and acid house, 
Digitjil synths also come in 
several shapes and sizea bu^t the 
most common is the Yamaha DX 
sarJes. These hava got a lot to 
answer for though, 'qos they'r* 
responsible for many of the 
painful noises on Stock, Ait ken 
and Waterman prodyctions. 
{What? KyiiG's a lovely geL Ed. i 

SAMPLERS 

Samplers are basically digital tape 
recorders. They allow you to 
record a sound and play it back in 
lots of different ways - forward, 
backward^ at different pitches. 
Thay can be used for almost 
anything, from imitating real in- 
struments like flutes and violins 
to ripping off other people's 
original ditties. 

SEQUENCERS 

A musical performance (provided 
it's played on MIDI instruments^ 

I I h 1 J. _ 



This recording can be edited, 
sounds can be changed and the 
whole thing can be played back at 
different speeds. The thing to 
remember about sequencers is 
that they record MIDI information ^ 
not audio info. This means you 
can't record a singer (vocalist not 
sewing machine), bagpipes or 
anything at all that makes sounds 
in the natural world. 

DRUM MACHINES 

Drum machines are a cross 
between a sampler and a se- 
quencer. They're samplers be- 
cause all the sounds in them are 
sampled (unless it's a very old 
one) and they're sequencer 
because they let you record 'drum 
patterns' into them. Best of all 
the music- making is simpler than 
for either of the other instruments 
- probably in an attempt to make 
it more like a real drummer! 

These are the basics building 
blocks of a MIDI set-up and we'll 
be referring to them regularly. 
Soma of you may already be 
making music with your computer 
using the internal sound chip. 
Although these chips are very 
limited compared to most MIDI 
equipment, you've taken the first 
step in the world of electronic 
music and you^ll probably be 
familiar with some of the synthe- 
sis techniques, Vou may also be 
dible to use MIDt to hear your 
music played with more impres- 
sive sounds using synths and sam- 
plers. All you need is patience and 
a massive wad.,. 
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THE PRICE 1$ RIGHT 



Come on down! Sean Keily returns with 
a seJection from ffie bargain basement for 
all the skint so-and-sos who've jusf shelled 
out for the latest Kylie album. 

ALIEN SYNDROME 

RAD/E9.99 ST & Amiga 

AJfert Syndrome h a conversion of a Sega coin -op from the 
lost century whrch first appeored on the 16 -bits o couple of 
yeors ogo, and ho s now b&en given o new leose of life on 
The Edge's new budget lobel, RAD. The object of the game is to 
rescue your frfends who, for reosons best known to themselves, 
hove allowed themseJves to be captured by giant iellybeons. Why 
you wourd want to save onyone stupid enough to get captured by 

jellybeans ii beyond 
me, but then gome 
scenarios have never 
been known for their 
fiooker Priie potentioL 
Rescuing the thickos 
involves the usual 
chorging round several 
huge complexesn 
kilJing the jeJIybeons 
Ond collecting extra 
weaponry as you go^ 
Unusuolly for on 
arcade gamej there 
are occosionol pauses 
in gameplay, for 
example when you 
access a mop. Dotted 
round the complexes 




Thtt twilii happen to you if yoi. Mt loik itiany j«J|y licrans. 
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ore a number of mops, thot'll indlcote where your remaining 
friends ore, and your position. Accessing them is done by simply 
running into the map icon* A mop then presents itself in a corner of 
the screen, allowing you to plan o path to follow in your rescue 
attempt of the thickos. Once all your motes have been rescued, it^s 

time to make lor the 
exft to lake on the 
'end of complex"^ 
meonfe, who 
resembles a peeled 
pensioner on a cloud. 
fSeen ony tatety? Ed.f 

Alien Syndroms was 
well received when it 
first hit the 16-bit 
morket, and olthough 
ft's showing its age o 
little, it still gets the oV 
trigger finger blasting 
Oway with gay 
o ban don. The aliens 
ore large ond plentiful^ 
which mokes them 
easy to bfost, but also 
easy to barge into, bringing about your demise with depressing 
regularity. Using the mops and other woJI mounts definitely adds a 
novel element to the game ploy, and rather increoses the 
ottractiveness of Alien Syndr€>mc, 

The noises are foirly averoge - an owful tune and unmemoroble 
m-gome effects ore for the most part onnaying. Graphics ore 
detailed ond colourful, although the speed of scrolling vories 
tremendously and seems to depend on the direction you are 
heading in for some reason. 

Alien Syndrome h smooth and colourful ond worthy of any 
16-bit collection - at 1 quid 
there's no excuse for not 
owning a copy« 




That*s «ne of yovr stupTd 'thvins' In tlie fop tttmw. 
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FIRE BLASTER 

Prism Lei Aure/£ 5*99 ST & Amiga 

You know whpn you're stuck in 3 grotty 
rriotorway service station and you make 
for on arcad^i machine? to relieve the 
bDrcdofn? Thon when you get there a 
bunch of Chelsea fans are hogging Op 
Wolf, alJ thp other machines are brokers, 
and there's just a ^lightV grotty looking 
nn a chine; that you've never heard of, in 
the corner? You shove your money in^ 
expeQting sompthing dire, bufc then 
discover that, despite its primitive nature, 
there's quite a chunk of pJayability in 
there. Well Firebfaster iis jus I like that. 

it's a arraightforwfird blaster I'tke God 
where a screenful of a fi ens appear for 
blasting. Once they're wiped out, another ' 
screenful arrives. The graphics are fairly 
simple (as is your spaceship) and the 




Alright, w It doesn't look bFilliofi^ hvl 
It's |»l«yable - hofloit. 

sound is very much Tike every other 
budget that's b^en released. 

In short, firobfasier has its fafr wodge 
or playability and a large amount of that 
vital "one more 90' factor. Call me 
warped, but there you have it! 
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ADDICTABALL 

Alii goto /£S. 99 5T 

Addfct^baH eh? What a game title. It most 
probably ranks in the top ten crap puns 

ever foisted upon computer gamers. This 
is an unrelea&ed 16-bit version of the 
eight 'bit Addictabsfi - an Arkanold rip-off 
datrng from 1987, Being such, you'll kndw 
exactly what to do in this little nurnber- 
name^y use your ^Spaceship' (bat to you 
and me) to bash your ball fOuchI) against 
the bricks to break through the wall 

Even though it's a blatant rip-off it 
does differ in several aspects - instead of 
presenting a succession of screens to 
work through, the whole lot scrolls slowly 
downwards toward's your bat. This means 
you must make sure that there is a clear 
path through the bricks, as contact wMI 
destroy your bat. 

Underneath your bat is a barrrer. and 
occasionally fireballs and bricks will fall 
toward? it. You must catch them if 
possibrc - otherwise theyH make holes in 
the barner, through which the baPI can 
fall, thus destroying another baL In 
addition there are the usuar icons to 
collect, giving you fire power, new ammo, 
slow balls etc. 

Despite the dire name, AddicWbati'is 
an exceNent variation or> the Arkanoi'd 
theme. They're no fantastrc programming 
routines or anything, but then there's 
none needed. What's here is loads of 
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Tamit tiirfaafharf|»d bat, «rH..*. Ii«adf 
tar destruction guns « blfirilii' 

colour and sound along wilh smooth 
scrolling. It will irrsrst on sending you all 
the way back ro the start of a level each 
time VQU die, htit apart from this one pain 
in The bottom, th(3r^'-5 oodles of playability 
and enough levels to ke^p you at it for 
days and days. 

In fact I'd go as far to say that it's 
better than some of the full price product 
knocking aroundn and at six quid, there's 
absolutely no reason why yOu shouldn't 
go put and buy it this very second. Apart 
from finishmg reading ZERO, that is. 
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ICE HOCKEY 

Afico/£5.99 ST « Amiga 

let Hockey's one of those strange sports 

which, due to its nature, app<2als only to 

those living within a walking distance of 
the North Pole, namely Canadians, 
Eskimos and polar bears, Thiis stiouW not 
however, prevent a conversion to the 16- 
bits - let's face it, if darts and golf can 
make it, any sport can, providuig the right 
amount of pi ay ability is thrown in. 
Ah, playability. I knew there was 
something missing. That's where fee 
Hockey ^Wp^, if you'll excuse the incredi- 
bly bad pun. The front end is fairly 
impressive, and leads you to exppct that 
once youYe playing, you'll be in for some 
chunky fun. Mot so. The playing area is 
actually larger than the screen so you 
have to scroll - it's extremely slow and 




'i'^&M 3© 4^ 
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Who'f #9r a quick puf k tk^n? 

jerky. As for the graphics, they're also 

very primitive and the sound is average. 

The players move round the playing 
area like tortoises on valium, and all at 
the same pace, which makes tackling and 
chasing practically impossible. As is 
passing, scoring, etc. 

A sloppy little number which, with a 
little more attention may have been a 
cpmmondahle budget title. But then 
again it might not. 
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SPEEDBOAT ASSASINS 

16Bliti/4.99ST& Amigo 
our of the world's harbours have been occupied by enemy forces, and it 
is your duty to liberate each of th« four harbours in turn. To do so you 
will first have to guide your motorboat through a highly hazardous 

n^inefield. If yon make it, then you can go ahead and destroy the four towers 

defending the harbour but you must make good your escape. This isn't actually 

as easy as it sDuods 'cos defending the towers are loads of other boats, all 

armed with a seemingly endless supply of missiles. You'd have a better chance 

of flying a kite on the moon than escaping from this lot; if it weren't for your 

supply helicopter. 

Every 30 seconds or so, this helicopter will hover above you, and your 

boat needs to dock with it in order to 

upgrade the weaponry available to 

you. First you get a cannon, then a 

double firing cannon, before working 

your way up to smart bombs wf^ich 

make life a lot easier. 

Overall this is quite an addictive 

little game. The graphics are all huge 

and get huger as they scfoll towards - 

you at an incredible rate of knots. 

They are solfdiy coloured, and the 

scrolling really does give a feelmg of 

speed as you belt along the water 

There's plenty going on in the or joys- j 

tick mashing department: dodgfng 

bombs as well as launching your own 

at the myriad of enemies should keep attack of the giant mytoxold cafimiiire 

the most eager blaster happy. An- 
other budget winner and a lesson to 

all producing crap at 20 quid. 
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ROAD WARS II 



16 Blilz/£4.99 ST & Amigo 
or ma II y you'd be roMing along quite happily in your space4ank as the 
special roadways let you pass safely between a handful of satellite 
moons. But today's another kettle of fish cos the computer controlling 
the roadways has gone haywire! (nstead of allowing people to travel safely 
across the roads in true Tufty style, it's removed some of the side panels, 
forcing vehicles to tumble off the road never to be seen again (except by folk 
with eidiremely large telescopes and bionic eyesj What's more, some panels 
are sending deadly blue sparks across the roadway, ruthlessly destroying every- 
thing which comes into contact with them. 

Now this is bad enough, but what's even more unfortunate is that you and 
a friend have been chosen to go and sort the rogue computer out. Fab, eh? For- 
tunately however, sorting out the computer Involves shooting lots of things 
and blowing aliens up. You 've got to travel along the road, shooting out the 
blue panels which are creating the hazardous sparks. Missing them will destroy 
the useful panels wh«ch keep you safely on the road, but faifure to smash them 
will result in your tank crashing through the sparks and being destroyed if you 
don't raise your shields in time. In addition there are the usual weapons to 

collect, and more aliens to blow up .-^-p^-„ ^ . . . « .^,^ 

than you can shake a stick at 

This all adds up to some pretty 
frantic and rabid blasting, as you belt 
down the roadways - either alone 
with a computer-controlled partner, , ■ 

or With a friend. The scrolli^ng is 
smooth and fast, while the noises 
throughout the game are chunky and 
clafiky. Blasting never ever slows 
down, and getting the timing right 
[ie when to switch between shield 
mode and blast mode) requires large 
amounts of dexterity and skill. 

It does seem that there's too '^'^i!«^^' 

much going on at times, and you SiSl£M1SL 
don t actually get to do anything ^ ^^^ „|^^ ^^ ^^^ sU^M^r «f ffte Ml 

other than blast But ha ving said that r 

Road Wars H is well worth five quiid of 
anybody's money 
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Nintendo' 

Dedicated Nintendo Maflorder Service 

Comprehensive range of Nintendo 

Software, Hardware and Peripherals 

Light Gun Sight 
Turbo Blasters. 
Cartridge Storage Cases- 
Joysticks. 

Send S.A.E, For Free Newsfetter, Price 

List & Order Form, 

Trade Enquiries Welcome, 




01-637 5735 

81 TOTTENHAM COURT RD, LONDON 



STARLORD 

MicroProse has announced its first 
Space simulation. Rumour has It that 
Starlord will be one of the most vast 
and complex games yet to come from 
the undisputed Master of Simulat'ons. 

Starford centres around the successful 
conquest of the galaxy. Whether th/s is 
achieved by brute force or by more subtie 
means is one of your first decisions. As 
long as you realise that whichever way you 
choose, ft wilf be a long and tortuous 
path to ultimate rule. With over 65,CXX) 
different galaxies, 1,000 star systems' and 
5,000 planets of various types, within 
each galaxy, as well as individual control 
of up to 250,000 ships held within 1,000 
battle groups, Starlord looks set to ' 
redefine your concept of gameplay. 

STARLORD - THE FINAL WORD 
IN SPACE SIMULATIONS. 
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BRING ON THOSE 1 6-BITS 
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rankiVr I'm in need of some heavy 
consoling. The so-called next 
generation of consoles have been 
available in other tountnes - namefy 
Japan and America - for ages- So why 
hava we been left out? Why shouldn't we 
be allowed to drool over seductive 16-bit 
graphics and listen to the sen- 
sational sounds of the 
PC Engines and 

Sega Mega- 
drive? 




Wvvid you pvf ov«r £aOD for lh« Ift-blt 
««g«t W« Md. Sm paga 100. 



And just to make matters worse. America 
and Japan are already gearing them- 
selves up for the next wave of consoles, 
Hold on a minute, we haven't even seen 
the previous lot yet! 

Mec has just launched its 16-bit version 



of the PC Engine, and Sega are report- 
edly working on a CD-ROM device for the 
Megadrlve. Although tethnically the 
current PC Engine is held together by gn 
8-bit processor, it performs like any other 
16- bit console because of its phenome- 
nally powerful Video and sound circuitry. 
J'ust thinking about a 16-bit version of the 
Engine makes the mind boggle. 

Virg iri Mastertronic has promised to 
distribute the fVlegadrive by the middle of 
next year. Nee is considering selling the 
B-hit Engine in this country, but hasn't 
any immediate plans while Konix has 
been promising a 16-bil console for the 
last six months. Ho hum. 

Come on, gyys! By the time this 
technology reaches our shores it will be 
dated- Passe. A bygone. Obsolete. Dead! 
Know what I mean^ 

Don't get me wrong, I haven't really 
got anything against the 8-bit Segas and 
Nintendos but judging by some of the 
latest games available for themr their full 
potential won't be reached for some time 
yet. They're damn fine machines but they 
are getting a teensy bit old. 

Sadly the situation won't change. 
Although the Japs are interested in 
money, they see us a^ small fry and 
aren't particularly fond of us. They're not 
too keen on the Americans either but the 
lure of hundreds of thousands of sales is 
obviously irresistible. The only hope we 
have of getting 16-bit con&ole technology 
in the home quickly, '\s if innovative UK 
companies like Konix go out there and do 
the biz. So go get 'em lads! 



MEGADRIVE MAYHEM 

Grey importers pounce on Sega's Console 

Are you a pow«r addiclT Dfie« fhe 
prospect of gi^iting your hands on a nsw 
Sego 16- bit Me^a drive mok? y^U ^VCIfll at 
the mQulh? Just r«<ently a fmmpHti^ ipaiis 
of adi hovfi opjpearBd Qiffering the 
M^gadrive for around £2 SO. To soy 
Vprgin Mastertronic (offkial Sega 
distribufori) h upset ^A^ould be an 
undersiat^menr Virgin aren'^r dpitrlbuting 
the Megodrtve in the UK yntil Eo»fer next 
yearn so Hi«5e gr«y imponar^ could make 
a killinf in th« meantime^ 

According! to fhe rumours^ thflre ar^ 
absolutely no problems wifh the Scart 
version (yf the new Megadriv«s^ but 
Virgin \i toying that the Pal versions 
(ifiose designed to run with a standard 
UK television set) are faulty. Of course 
lh«y would say thdtn wouldn^t they? 

Leods are supposedly bemg connected 
insid-e the Mega drive to moke Hie 
mochine^ function okay an our TVs. It 
seeim^ fhot many Pol Megodrives only 
produce a block and w^hite piGti^re. 

Virgin Mastertronic are washing their 
hands of tb(> Megadrive. Console Action 
woi told: '^They're very dodgy. We^re 
refusing to offer any support whallaever 
for them, so if anything goes wrong then 
ftie customer is on his own." 



We toiked to one of the grey importeri 
about t+^e chongcs thot must be made to 
the imported Megadrives, They said^ 
"We've heard nothing about thes« kind 
of chongesn but people who purchase tlie 
Megadrive from us have to accept thai 
A¥e con't offer guoronlees. All we^re 
doing IS importing the machine. We don't 
know onything about how it ^works^"^ 

The price of these imported 
Megadrives i^s also disturbing for Virgin-f 
They are hoping to market them for 
under £1SD sometime nea^t yecir+ You still 
fieed to go climbing dov^n wisliing welli 
to find that iort of ciosh^ but it doesn't 
compare v^ith fhe £100 plus demanded 
by the grey importers. 

The good ne^^^s is that many populor 
games including Ghou/j 'N' Ghoifs^ 
Attered B*€>if, Super T/tuncfenbfocfe and 
Space Harrier ft ore bemg brought into 
riie country along with the 16-bit consolen. 
The^e games ore retailing for between 
£30 and C40 - again a major price leap 
on Mastertronic 's proposed sellir^g point 
of just £20. But while there's so little 
sypport else^^fhere in the UK for 16-bit 
5«ga software, the situotion will continue 
and afflicted gomes addicts will just have 
to pay these ej^lortiofKite fees* 



KONIX 
KUFFHANGER 

Tho fvture «f ffho Konix Mulll. 
System 1% hongtitg in lh« balance. 
Humours hovo boon flying rOMfi4 
for inantK$ bvt things now >•■» 
to havo roocbed crliU |iotnt* 

Konix bn$ over-fltrolchoil it«elf 
II none rally wllb the Mulli^Syifoin 
ppo)««t mn4 is finding Itiolf In a 
bri of a picklo. If'H either havo to 
drop its plans^ or Ibo whole (or 
part) of KohU will have to bn 
bought oiit« Alraady companlei 
iric# Aift$friiil and Atari hove been 
named he po»lbl# front rvnnors. 

Unforfvnafoly, KohIk ar« ttlll 
roflling ctfter US-based software 
ginntj Epyx^ recontly went huit. 
Epyn owed Konlx n vast sum of 
■nonoy for all thoio great 
SpaedlcKng |«yttlcks it distrihutod 
all ovor th» shop. Then Epyx's 
ftuddoit downfall l«ft Kaniji In a 
vary procarl&ut position. And to 
liiako mattars worsOr fh* 
contlnuol re^developmont of tha 
Konix Multl-SyiteHi ti eating Mp 
cash iiulcker thon a Pacman 
haake^ on Power Pfilli. 

All eyes are now an KonljL 
boas Wyn Holloway t« $oo W ho 
can rOfCvo hli company y«f again. 
So itay Ivnod* 



BELT UP! 



Konix has redesigned the ppwer 
chair for the MultiSvstQm yet 
again (it's turning out to be a real 
popular hobbv this onf?^ in ^ hid to 
ensure that it is t^g near perfect as 
possible by the time it's released, That's 
Konix's fiKQLJSCr anyway, 

Tht chair h^js been re-jigged to make 
the drive mechanism quieter and faster 
Pr eviousfy the cfiair was operated using 
a set dT years. Now it seerms that vinyl 
belts are being used to give the 
essential speed and volunne require- 
ments, but SLirprisingly enough Konix l^ 
reluctant to discuss the fine details of 
the redesign. Two of ihese belts have 
been connected to the chair, one from 
front to back and the other from side to 
side. These are driven by motors which 
tilt the chair in the desired direction. 
The release date for the chair has 
now been moved forward to late next 
year, so doubtless there'll be time for 
many more changes. Konix is still 
insistrng that the console will be 
released in time for Christmas. 
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SiGA ON TV 
It's official - the Sega 
console i& becoming a 
supersl^ar. Qu^ue right here 
for autographs. Ye«, tha 
clM»le 1^ actually goi ng to be 
advehised on TV over the next 
few months. It got coverage 
on CI Channel 4 documentary 
about computers and new 
technology recently, and a lot 
more television Goveroge has 
been prcHnised right through 
till January. 

From the middle of this month 
to December 22nd, The 
SoWrday Show, on eorly 
morning kids' TV programme, 
will feature youngsleri 
competmg ogainst each other 
on Sega consoles^ 
Further childrens'' television 
coverage is planned in 
Wotomnoirtft^ wfhere o 
competftion will be orranged 
ond a number of Sega 8 -bit 
consoles will be given away. 
Then, in January QED {yawn I) 
h planning a documentary on 
entertoinm^nt and technology 
ainwd at children. Filming for 
this took place at the PC Sho^v* 

NINTENDO NESI? 

For all the lotest in the zappy^ 
zciny world of Nintendo why 
not subscribe to the Club 
Nintendo mqgaxine - and 
what's more, iKs absolutely 
free) There are game revie^A^Sj 
tips, features and news 
designed to keep you 
informed dl the latest in 
Nintendo developments. Write 
to NESI UK, FO Box 30, 
Covenfryx CV1 3BR and claim 
your free membership. The 
club even offers a number for 
you to ring when you're stuck 
in o gome. The number to diol 
is 0626 6861 1, But needless to 
soy - you can't beat Console 
AcHon - the mogoxine devoted 
entirely to the 
colossal "world of 
consoles J 



CHEAP CONSOLE 
FROM AMSTRAD 

Amstrad looks set to enter the 
console market place with a ZBO- 
.based machine centred around the 
CPC. And if the rumours are correct, if ll 
he aimed al the low-end ^ames marker 

Just about sll the n-iajOF comiputer 
companies are beginning to recognise 
the potential of the console market and 
Atari's hand-held games cons-ole - the 
Lynx - is due to be released very shortiv- 

The planned console is seen as more 
of a tov than a machine and would be 
used by dedicated games plai/ers. This 
move is hardly surprising since the 
consolen being based on the S-bit 
ArTistrad CPC computer^ will have 
capabilities similar to existing 8-bit 
consoles. Amslrad's model is unlikely to 
be iaunrhfld much be fere April T990 - by 
that time Nintendo, Sega and Konix 
should all have their I6bit consoles on 
the market™ There will her f.ir more 
interest in the IB-bit machines, but 
because of Amstxad's aggressive pricing 
(£70 has been touted For the console) it'll 
probably sell like Pcrrier in... er.- Paris? 

Amstrad's A^an Sugar intends to keep 
the console compatible with tho CPC to 
provide a decent software base for the 
cornaofce. New custom video and sound 
chips have been cu-nsideredr but it's 
unlikely that fh&se wiH be used if the new 
cor^-sn-lfl is to rcrndir'i Liornpatible. 

The developers of the new console 
have apparently been instrurt^d to rip 
apart the five year old CPC (the fun part) 
and turn it into a 256K console (oh dearlji. 
There will be no disk drive or cassette 
systEim - software coming on cartridge 
instead. Existing CPC software will be 
transferred onto this cartridge and should 
run without problems. New software is 
likely to use the extra memory to exploit 
the capabilities of the console to the full. 

Amstrad's movement into the console 
markf^T is surprising given that the 
company has long been Shininig its 
corporate image. However, at the end of 
the day, Sugar's aim i^ to amass as much 
dosh as possible. And with consoles set 
to take off in 1990, Anistrad is eager to 
get its portion of the sales. 



NINTENDO GO 
GAMI CRAZY 



K««ip youf nyfti pa«1««l and yovr ears 
fv the grQwnd at your Ittcal Ntilf«itdD 
loftwarc sti^ckiiit 'cos fovr grept new 
gnmes should fae hitting th«lr lh«lvAft 
prat+y damn soon, 

7r9i9n, <^vn Smofre and GftasfJ 'H' 
i^JokHns arfl all Capcoin Itcencas 
converted fram the arcade machines, 
whrie ikmr^ W^rrt^i-M (eUo a coin -up 
conversian) featured on all hanfe 
computer formDii lang a^Aj but only 
now can it maka its Ninlonda dabvt. 



Tt^foH has 9r*at ani- 
mated sequences 
and beautiful ffarttei 

in this action advea- 
tvre game where yeu 
ui« a J word cind 
shield ta fend off all 
Atteck*ra- 



ffcorf Wmirfvwt - d 
vortlcally-scr oiling 
shoot ^em up where 

you liiuAf blast all tho 
sheriffs anil various 
gMn-loiirtg nA£tl«s. 



Th« hrilliantly ad- 
drctivc ^h9sfM m* 
Oobfin^ Am^n you 
evorcoming all s^rts 
at odd i ha racier J in 
your quost to rescue 
9 boftvttf mI prtncoss. 



^uri Stn&km, with its 
aclian set in a gold 
iHlrtiifeg town, has you 
hafHIing It out agai- 
nst cowboyj. You 
must save Ihe town 
frami money-grnb- 
hfng Ihloves intent 
an slavghtering all 
ffho ^^cupants. 




GIANT STEPS 

It looks like many of the UK^s softwore hmfs«5 are 
finally gaing to l«nd some of their immense weight to 
the console markets US Gold is taking the lead by 
developing four titles for the 8-bit Sega and Ocean is 
believed to be fallowing suiK Meanwhile^ 16-bil 
software house Psygnosis is branch ifig out into the 
PC Engine market. 

US Gold was reluctant to discuss its console plons^ 
but after we applied the thumbscrews^ the company 
revealed that it was looking out for Sega 
programmers to ^vrile conversions of four of thfljr 
greatest hits. Wor/d Cioss Leaderboard looks 
destined io be one of the first conversions. 

Oc^an is planning Io develop its popular licences 
for the 8-bit Sega. This meons biggies like ffobocop 



and Bormafi could be avoilable on the S^a next 
year. There hove also been unconfirmed rumours that 
Ocean is looking to develop on the PC Engine^ but no 
details are ovailable at present. 

It^s obvious that Psygnosis has a fetich for 
England's green and pleasant lands because it'S not 
the money that keeps Psygnosis here - its primory 
source of income hos o I ways come from exporting 
16-bit Kjftwore ro iopan and the States. The PC 
Engine is going down o bomb in those countries^ so 
they're looking to release software for it here within 
the next year. Psygnosis has always prided ilself on 
releasing some of the finest 16- bit software for the 
Amiga ond PC ond it 's looking to continue in this 
direction with the PC Engine* At the moment 
Psygnosis is keeping very quiet about its move into 
the console mrarket but we've been given to 
understand that some of its top programmers hove 
been moved onto the PC Engine, 
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DESPERATELY SEEKING 

SEGA 

Richard Mantiero^s thirst for 

hard news made him hit the 

streets Philip Ma How style in 

,^^ „ a bid to get his 'hot' 

'■ "'» '" Megadrive - quick. 

Thf^ -lir hung heavy with suspense. I 
Took one last dr^g on my cigarolte 
ano stubbed it out on the grimy 
street beJow. My tr^ncli -coal's rather 
large raised dollars hid my face as I 
sneaked into a seedy East London store. 
Dodainy l bearded, fat bouncer I started 
negotiatmg in whispered tones with a 
little Chinaman. "£ieOr" he muLtered. I 
Qav& him cash. He handed over a plain 
brown bo>< which I quickly stuffed under 
my coat. Mission accomplished. I'd got 
my hands on a Mogadrive! 

Vepr Sega's new sensation is iust 
starting to make its way into the UK via 
numerous grey importers, but the 
Megadrivc has been on sale hi Japan 
si^nce the end oF fast year. According to 
Virgin Mastertronic, it's not going to be 
officially available here until next Easter, 
So it's not surprising then, that ardent 
games addicts ar^ having to resort to the 




r 

I' 



grey importers. We went and bought one 

especially, to provide you v^ith a look at 
the new machine (that's our excuse and 
we're sticking to it). 

One of the first things that hits you 
when you open the box is the way it 
looks. It's not just another con soio - 
there's ng boring black (or even brown or 
grey} box here. The Megadrive looks the 
business. It's a cool matt-bJack wi^h a 
raised piastic disc and power switch and 
it's got siidpr voJume controls and a 
cartridge-lock buuon. You've only got to 
look at the console to know the games 
are gonna blow your mind 

After turning the Japanese manual on 
all Sides, you realise it doesn't make any 
sense at all and bin it immedrately. Now 
you can switch your attention to the 
controller. The kidney-shaped device 
consists of a standard 4-way control pad, 
a START/PAUSE button and three (yes. 
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INCH HIGH PRIVAfE EYE 



SliiclflKr €5, potrtiantd n 
r«v»lvtionary pflrtfd* d*-«mplHulMr 
^"^ "■" V ffiysvlf rf&wn i 
11^9 tli« circuit 1 
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m inog Zao c«nrrcil proems »or. Thl* h the 
which actually conlrolt the Amstrod CPC, 
pBCtrurti and num«na.M» ofher fi-bit machinei. 
Here> oil it do«$ i» co-ordin^t« the running of 
ofhar chip sels. If* in^lvded to maintain 
control 'wtrth fh« 8-bir Sega » that exifling 
gofn«s will run okoy. 
\i CuEfomifAd 5EGJI chipt control the whole 
Oik Qpenition. Th# ipund chip locik» ofter 

ir»ft m^iivi* The pro^rarnnfed lound 
__ rwtof knps coftiporibility with tfie 
xiifing a-l?it Sega whiUt two new m$de» 
lye been added - FM il»r«0 <ind pulie code 
oduhilion^The vida^ chip loolcft ofter oil the 
-^ movement, colour and scrolling. All 
_ are surface- mounted, so it anything 
ii wrong here then you con kisf goodbye 
f your MegadrivA. 
C: A 64K RAM < hip hondlei the screen diiplqy 
at defined by th» itfeajn Sega cuf tomijed vid«o 
chirp, 

D; This beoit h the moin 6^000 praceiior - 
the r«ol power behind the mochine. Thi* 
16- hit chip is file some o» rhot foynd in th* ST 
and Amiga. Backed up by specialist hardwar« 
Bc rowing and the cystomised Sego chipt^ it can 
perform same incred»bb feott^ 
Ml All the Mr«an autpul is handled here. Th« 
informatron to be tent to thv screen \% 
Cdtlwrted from digital to onalogwe and 
provictes data for compasfte video output and 
RF moduldtiafi. 

Fi An expaniion port to be us«d by a futun 
CO ROM pidyer perhaps? 
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GEfTING A MEGADRIVE 

A bit frlcky really, but If r«v hunt 
araiiitil tlia adv»rN«inenl pagai^ 
you'n houitil to find coiiioone 
Importing on a. 

Wa got ouri from $vporViif«n 
Electronic! en 9603 4751 9K A 
Scnrt model (for cantteclion to a 
inonilorl M$i¥ £l60 while a PAL 
vttrflon (for canneclion to an 
ordinary TV) cosli £ 1 99. 

The roal iling Is the loftwnro. 
Jl coiti ubtolutoly JMd$, for a lvl| 
Itftt of what'f aiFO liable _ 
contact SvporVlmlon. n 



three!) playing buttons. Because of the 
shape of this controller, it fits neatly into 

thii? fiand and can be gripped wrth easy 
access to afl the buttons for both left and 
right-handed players. 

CHECK OUT THOSE SPECS 

There ar^ already a handful of games 
availabJe for the Megadriive, but you 
won't be seeing most of the software 
untif Virgin Mastertronie starts importing 
them around Easter next year. Grey 
importers are offering th^ best games 
now but at prices between €35 and C45 
comparEd to VM's proposed selling point 
of £20. However, for ^n extra £2Q onl'y 
you can buy a converter which will aflow 
you the luxury of running existing Sega 
B-bit games on the Megadrfve. 

When you look at the spedfi cations 
for the maohfne you start to reafise 
exactly what it wilJ be capable of produc- 
ing. With a choree of S4 colours from a 
paJ&tte of 512 on a screen of 320 x 256 
pixels you can really perform some spec- 
tacLjIar effects. Ded'oated hardware- 
scrolNng and 64K of RAM are used to 
provide a picture whfch fills the complete 
area of a TV screen or monitor. 

Three different sQund modes are also 
possible. The first of these is the pro- 
grammed sound generator - which is the 
same as the one in the Sega 8bit. and 
has been included to maintain compati- 
bility. It's also got FM stereo sound and 
pulse code modulation. A set of stereo 
headphones can be plugged into the 
Megadrive and the volume adjusted via a 
front-panel volume controller. 

This isn't an Amiga without a l<ev- 
board - it's virtually an arcade machine 
the size oi a portable CD player. The few 
games available are rrdiculousfy expen- 
sivel but nevertheless mare are coming. 
With the Nintendo IS-bit machine on its 
way and the Megadrive ^officially' due otJt 
for Easter, the console scene 
IS really hottingup. By this 
time next year, who knows what 
we'll be seeing. 




CHEAT! 



T»ur IndlipftiiMblv gul4« to 
crush ifig alloni^ surviving 
levels flfid getting Super 
Marfe inte wurp mede« 

ACTION FIGHTER 
tega 

When fhm helkop*er appftan^ 
simply change inN> a mot^rbilc^ and 
then back ogdn end tlv* chopper 

ZILLION II 
S«fi<i 

la deFeat Baran Rkk» without 
gietting hurt just movfr to th» nght- 
hand side wall. When h« 
appnKich«£ k«Ap running right as 
hfr triei io touch JJ, When Urn 
misses, turn ciround and fhaor him 
whil« jjumpingi 

FANTASY ZONE 
S*ga 

Buy oil the engine part* ond the 
fhip^f weapons will never run out. 

SUPER MARIO BROTHERS II 
NKntofido 

There are worp z^n*a contained 
within Super Morio Bros H, To use 
them you need to find th^ potions 
next to flower pots and ui e Ihem^ 

TEDDY ROT 
Segt. 

When the trtle screen appettr^, move 
the control pad upr dowfln left^ right 
dnd o new screen appears. Now 
press up and down nine tjmes. Press 
buiion. 1 and you con select a 
ilorting round* 

OUNHED 

PC Engine 

A ship divides in two at the end of 
stage one* Don't erttpck it for about 
SO seconds ond you'll get on exira 
lO-up ond 20 fww bombs. 

QUARTET 

Sega 

On level 2f kill the monster, collect 
the key and star onrf then ent^r the 
worp door twie* fof o bonus sheet. 

R-YYPE 

PC Eiiglti0 

Get all the way through the game 
without losing o liFe and then press 
RUN when the end messogo 
oppeors. You'll find you gel 
trdnsported to level five+ 

MIKE TYSON'S PUNCH-OUT 

Nintendo 

To get your chorocter to stort on 
Super Mdtho Man choose CONTINUE 
and then enter the codes: 267^ 853. 
75e«- This will take you into the 
fight jifst before the Drtiom Bout 
with Mike Tyson. 



WANTED 

Ihe bojl ploying tips in the planet. 
What's more the hottest gome hint of 
the month wilt be reworded with the 
latest console software releose*- We 
also wont your mopt^ tactics and 
cheot codt&s so get scribblin^ or else. 
(Or e/se wIki*7 Fd.) 
£rtn... well send in all your secret^ to 
Cheat! Console Action, ZERO, Dennis 
Publishing Ltd^ 14 Rothbone Ploce, 
London. W1 P 1 DE. Dofi't forget to tell 
ys which machine you own« 
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ALEX KIDD 

IN HIGH TECH WORLD 



Virgin Masterfrenic/ia^.QS/Sega 

£'^^r\ Bi^V. this guy is weird - just take a 
\ ■-■ J look at those ears. The crown 
*-JL-" prince of Radsctian (Alejc Kidd lo 
you and me) pDps up again in tiiis latest 
of the Atex Kidd seri^es. In this adventure 
our hero h^s a lot on his plate as his 
quest is to get to a new video arcade - 
the High Tech World. 

It wouldn't seem such an ambitious 
task if the whole thing wasn't confusEd 
by someone even uglier than Alex. We're 
talking about Alex's friendr Paul (best not 
to ask any questions about thai) who's 
found a map of the High Tech World, 
ripped it into eight pieces and scattered 
them across the castle. 

You control A>ex [and his qars^ in his 
plight to track down the pieces. When 
youVe found them - and this is no 
simple challenge with [ust one life -you 
step out of the castle and into a bunch of 
marauding Ninjas- Weird? You betf 
They're all armed with lethal shirikens 
arid you've got to get through the forest 
using your own shirikens as defence. 

If you survive this you get back into 
the final adventure sequence set in a 
village. You win the yame by tracking 
down a travel pass to the arcade and 
taking it to the checkpoint. 

The graphics ar^ cute and fun but 
don't compete with the other Ai^x KiJd 
garfies. Sound consists of a constantly- 
playing background tune with the 
occa-sional extra effects from such things 
as the record deck and telephone. 

But it's the ease with which you can 
lose your one life that is the most 
annoying part of this game. If you fall 
down a ladder or even wear armour - 
you've had it. 

All of the Alex Kfdd games have tried 
to be as cutesy a.s possible and this one 
is no exception. Even the interaction with 
other characters reiterates this. After all, 
how many other games would have you 
trying to get to a video arcade? Where's 
the blood and guts? 

Hi -Tech World lacks the addictive 
quaNties of previous games, but it's still a 
great challenge. If you're an adventure 
addict you'll love the environment which 
mixes multiple choice selections with 
information about the scene, 
conversation and even a quiz. The arcade 
section makes a really welcome change 
but it seems oddly out of place in an 
adventure and it's hard to see how 
Ninjas have managed to make it into the 
plot. Stillr nobody said that the world of 
Alex Kidd was ordinary. 



i'^ii>>X I XUK 



ITEMS 



SS^A^g 



Colt vp o moil of your lo-cotloii In the caifl« to 
find Mory again* 
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'unw «ftNV BONES ARM! THE^HE: I« 
1 Ht HUMftN BODV? 






THE VERDICT 




Thi$ Iftit U worse than a hlophysl^ ^CSi hoi 
you Wo got to get every question rt^ht lo {|«t 
that |»l«ce of ikm map-. 



CAUGHT MAPPING 

tAus* of your lime will be 
spent wondering up arid 
d^wn Iflddfrrf and looicing 
info rooms inside the 
castle* Yew hove a time 
limit in which lo find all 
the mop* To win yeu really 
need to find Mory who will 
give you a multiple choice 
test. Get every answer 
correct and she hands over 
o piece of the map^ Aiong 
the way yoy can pick up 
keys to the safe, dial 
friends on the telephone 
and get help from signs on 
the wall* 

If you collect all the pieces 
of the map and get out of 
the castle, you're given o 
posswerd to use on subse- 
quent gomes. This is 
damned useful ^ 

because yeu 
don't need to go - 
through the costie . 
sequence again* 
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£29.95 



6 BOND STREET, IPSWICH p SUFFOLK IP41JB . 

5A DOG S HEAD STREET, IPSWrCH, SUFFOLK. (RETAIL) B^^ 1//S>^ ^ 36A OSBOHNE STREET, COLCHESTER, ESSEX (RETM 



24hr MAIL ORDER PURCHASE LINE (0473} 257158/(0473) 210605 FAX (0473) 213457 
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ATARI HARDWARE 



ATARI 520 EXPLORER PACK 

1 game, mous^, manuals, basic and lan^ 

guag^ disc 

£269.95 



ATARI 520 POWERPACK 

20 games, business org^jniser, 1st basic, 

music maker and joystick 

£349.95 



ALL OUR HARDWARE INCLUDES VAT 

AND FREE DELIVERY, UK MAINLAND 

ONLY. NEXT DAY DELIVERY BY 

ARHANGEMENT MOST WORKING OAVS. 



5t2K EXPANSION 

-I- clock card 
£99.95 



ATARI 1040 STFM 

With modLJlator, mouse and manuafs 

C399.9S 



ATARI 1040 STFM BUSINESS PACK 

As abo\/e. wirh database, spreadsheet. 

wordpfoce$$or and ST basic 

£449J5 



PRO SOUND DESIGNER GOLD 

Sound sampler 
£49.95 



VI Dl 

Real lime vicfeo digitiser 

£99,95 



EXTERNAL DRIVE 

Gumana 1 meg 
£99.95 



PC ENGINE PLUS 

15 bit games machine {scan ver&ion) 
£199,95 



AMIGA HARDWARE 



PC ENGINE PLUS 

16 bii gam#s machine (PAL version) 
£229.95 



ATARI SCI 224 

Cotouf monitor 
£299.95 



ATARI SM124 

Monochromes monitor 
£99.95 



AMIGA 5O0 BATMAN PACK 

Salman [The Movie} Interceptor, NZ Story. 

Deluxe Paint II, mouse, modulator and 

manuaJs 

£369.95 



AMIGA 500+ 1084S 

As above wiih Batman pack and 10d4s 

Colour monitor 

£599.95 



EXTERNAL DRIVE 

Cumana 1 meg 
£109.95 



PC ENGINE 

16 bit games machine (scart version) 
£199.95 



PC ENGINE 

16 bit games macf^ine (PAL version) 
£229.95 



SEGA MEGA DRIVE 

16 bil games machine 
£199.95 



AMIGA 500 CLASS OF 90 PACK 

DeluM6 Pamt Jl, Sup^rbase Personal, 
Majcipian A5O0, Doctor Midi recording studio. 

Date I MIDI interface. BBC emulator + 

programs. Anniga logo. 10 3.6" discs, mouse 

mat, disc waJlel and educaiion support file 

from Commodore 

£499-95 

J 



A590 HARD DRIVE 

20 meg h<ird drive 
£369,95 



DIGIVIEW GOLD 

Video digitiser and adaptor 

£149.95 



8S02 GENLOCK 

Merge computer graphics with live video 
£249 J5 



SEGA MEGA DRIVE 

16 bijt games machine 
£199.95 



ATARI MEGAFILE 30 

Hard drpve 
£449.95 



CI 900 

Monochrome monitor 
£99.95 



PUBLISHERS CHOICE 

DTP package including Pagssetter and 

Kind words 

£99.95 



ATARI MEGAFILE 6D 

Hard drive 
£599.95 



n- 



PC DITTO 11 

PC emulator 
£229.95 



1084S 

Colour monitor 
E249.9S 



ALL OUR HARDWARE INCLUDES VAT 

AND FREE OELIVERV. UK MAINLAND 

ONLV NEXT DAY DELIVERV BY 

ARRANGEMENT MOST WORKING DAYS- 



ECE MiDI 500/2000 

MIDf interface 
£49.95 



Musrc X 

The mu&ic package! 
£199,95 



AEGIS SONIX 

Composition and MIDi control 
£49.95 



JOYSTICKS 

Cheetha 125 ,. ..£699 

QS turbo , £7.99 

Cheetha Starprobe El 1.99 

Euromax Racemaker £24.99 

Pro 5000 gJo green , £1 2.99 

Euromax Prof. 9000 ... El 1.99 

Pro 5000 glo red , £12.99 

Konix Navigator „., ....£1199 

DISC BOXES 

3,5 40 holder Jockable C5.99 

3.5 80 ho-lder lockabfe.... .£7.99 

5.25 50 holder lockable .....£4.99 

6-25 120 holder Jockable £16.99 



PERIPHERALS/DISCS 



DISC BOXES WITH DISCS 

3.5 40 holder lockable with 

10 3.5 dsdd discs £12.99 

3-5 40 holder lockabfe with 

20 3.5 dsdd discs £19.99 

3.5 40 holder Jockable with 

40 3.5d&dd cfiscs E33.99 

3,5 80 holder iockabJe with 

1 3-5 dsdd discs £15.99 

3,5 BO holder lockable with 

40 3,5 dsdd discs £35.99 

3.5 80 holder lockable with 

80 3.5 dsdd discs £55,99 



DISCS 

QTY 10 

3.5 dsdd 7.99 
3.5 dsdd 
(SONY) 11.99 



20 
14.99 



50 

34.99 



10P 

59.99 



22.99 54-99 99.99 



PERIPHERALS 
Replacement mouse 

+ mouse holder + mouse mat £29.95; 

Four player adaptor £5,95 

Joystick extender E5-95 

Mouse mat pa ai^ 

1 1111 111........... — J«.**, OJ 

Dust cover „.... E4J 




ST -.^ 
SUPEaBASE/f/ 
PERSONAL ^-- 
£29.95 IL 




MAIL 
ORDER 




MAIL 
ORDER 



AMIGA 

AMOS 
£34.95 



6 BOND STREET, IPSWICH, SUFFOLK IP4 1JB 

SA DOGS HEAD STREET. IPSWICH, SUFFOLK. (RETAIL) B^^^ VISA 3^* OSBORNE STREET. COLCHESTER, ESSEX, (RETAIL) 



24hr MAIL ORDER PURCHASE LINE (0473) 257158/(0473) 210605 FAX (0473) 213457 



ST AMIOA 

S&iGii;» .Lk3.B& . , 13-9$ 

SDPWI.. 15.99 - 15« 

Aretes iSoN)^ Shof la.Bft , 16 W 

AliKreeBesfii i3,» iSJa 

Aslaroth .. - 16.99 1&.99 

>IP.B. 13.» 13« 

Acien Fignter , ....15.99 ~ 15-99 

AclKir*] D'2(L[jniplili5lh| 19.99 ,„lS*9 

ftftri^nlura „,.... ,.. £^.99 24.99 

AxhIs MajcHarrmHT . 13.99 .,...■....,.., 13^ 

BaJanM Ort Pio-rar 1^90 Ii.99 15.99 

B^irnarian II jP.nlruifl^ „ ...„...„.. ia.B9 1699 

EdfDafiflrtll iPsrgnoBli^ ...m1$.9* ifi.99 

Biirkflfc rtnqf^ .....13.09 16.99 

B^ednMi , 16,99 19-99 

Baoman iThff Mpw^J 13.99 16.99 

Bismnj-h.. 1fl.99 16 99 

Biafi*«vCfl .^^ - - -. 1^-99 16.99 

BlpwJwych idafci 4i^Y 12.99 1?^ 

BJWidMoneT - ... 16.99 , 1&^ 

B«^Kfi Vgl*-^ ... 13.99 1599 

BaflJevaliey .,.„■ Il99 

BlUd^Wg^KK IS.99 1599 

BadCwdiMfrv 12,89 ,.. .,„=,.,.. 1|99 

iSWaiOfAuslraitf 15.99 15.99 

Btfel tZ.SS n .. 1&9$ 

CiaH HO . ,. 13.99 1^99 

C*iaDs SinkBs Bad; 13.99 13 99 

C5S"Je WaniQt ,.„..,., 19,99 ^ i^99 

Cflilpfma Gwn^ 13.99 _ 1199 

CAOal 13.^ 1€9$ 

ODrmct Eunsp* iS.99 „ i€.99 

Canlinml^ Cirtui _.... ...13.99 13 99 

t^n«SiifWa*i. ... ... „. ,.,..,.1999 16.99 

Calhage _ 15.99 15 99 

to'varae if.99 

Chcaga _..„ „ 12.99 12.99 

C^>TimanAJ . . , „. 12,« .„..„.- 15.99 

Chambers irfShariin „ 1Z.99 i5.99 

Ci>M.^fl3«? 20W IS.99 - 15 99 

Ct^B'dB „ 16.99 16.99 

&fl9£T-iNi<lja 13.90 16 99 

Ouxipefi Masler ... ,. „ „ 16-99 - i6.99 

Dulgeo-i Maitef Edtef 9.99 9.99 

Di^adf^nygf^ - 13-99 ,„ ,„ p3.9* 

Dcnars Tarr* 13.99 i3.99 

DifiHaKl - IS.flS .. 1699 

Cr4«]i?n Spilt 13-99 13.99 

Dar*, FuStan 13.99 13.99 

Dra*«n 1959 19.99 

Dvrtartfle OuK 13.99 16.99 

DpUsfeDr^ggn II - 1^.99 ~ 13.99 

Cfi^ rjl War 12.99 13.99 

Oragons of l-lame .. ... ,..,,...„.„, ,,,., ... 1^99 - 16.^ 

Dynamc Debugger 1499 15.83 

£ili . .. „ „- ... 1*99 i5.« 

Epoch ....15.99 15.59 

EteomefCUlM ....= 16.99 1699 

E-^^ Nijfus 15.99 15.99 

Flasn DrSflDrt 13.09 13.99 

F^ Retaiiator i3,99 16^ 

F'9SW!»m Fishlftr ....,15.09 _ 1599 

F[6CanibalPio1 ..........................15.99 ,.,. i^^9 

Falcon „..„ li.99 1999 

FaUwn Mtt-E-^ra BBifB. 13.99 ... 13-99 

Fcrar I Farmula &i» 16.99 1699 

FflnaQttBn WixWa ....... 13.99 .. 13 99 

FDDrtialaroflhBVBar 13.99 .13 99 



ST AMIGA 

GfimBlixjD .... I J 3-9 -^.^ 

&10S«h/6lBfB II 13.99 16.99 

Gynshp 15.99 ... 15 9f 

GifTt^ Summer kJUjot. ....,...,., i3.99 13.93 

Cy&Brpg^Cff 15.99 15.99 

Garry Linnti^raS.SMIa .1399 -, 13.9^ 

Gore „ 1&J99 16.99 

Galany Faroe 1399 ... .. . ^M 

Ht^hway Patrol ... ... 15.99 ....15.99 

Hilhlar _.... 15J99 ,,.1699 

HMMyH«al.. , 13*9 16.99 

Hsrd Dnmr^ „... 13.99 13.99 

H.A.T.E ... .1399 ...13.99 

HojrxJ pi Sfi9dpw . = - 15.99 16.99 

HrtShM , 1399 - .- -. i9.93 

inOftna JDnftfr^LiJas F*nBj „ 1*^ 16.99 

ffl^lsil»Jp^f5^U&i5pld| 13i.99 13.99 

Ivanhee 1399 i6.99 

Inteclcn .. .12S9 12.99 

IrDnTraEker 1?99 .. .. IfSS 

jnlKialJOn . ., „ ,., 16.99 16.99 

Imcrphase _ 15.99 15.99 

imei-i^boflrf AitiietUja 1*99 12.99 

It Camelramihe Deartrl „.... 19.09 



ST 

P.aric SiLitDii . .15 59 

OuBTtl 15.99 

OMgrtair Badi 13.99 . 

Qjm? Icr nmB Bird 1999 

PledHMi . „...„ ..1J59. 

flEncgadu- 13J99 . 

Rich DHjr^rQua 1^99 



AMIGA 



.I6i.99 
.1399 
19^ 
. 1699 
. 16.99 
. iS.99 



figUHpogp . 



.1X99 „ 16.99 



floAfli Par>pfl^ . ...■..„ 16^ . 

fiyn(fi^{3ajri!W „ 13.96 . 

n.V.F. Henda IS.99 . 

Red Slof m PiiifTg 15-99 . 

Hjnbaw islaniti 15.Ba . 

Risk . , ^,„ , 1^.99 . 

Flaly Crcas 

S.E.UC K 

^aoe Savage , ., 

S\rfT 

Slider 



,19^ 
.16.99 
.1559 
.15.99 
.15 99 
.13.99 



.\S.a/a 12.99 



1999 

13.99 . 

.13.K . 

1399 . 



impoasibJe Mkfldjon II .,...,.,.,.,. .,.„.. i$.99 . 

jKh Bpnn .. _ -...„ 16.09 . 

Jack ihe Flippw ii,99 , 

Kyn 15.99. 

Kick OH 12.99 . 

KjctiOtf6KlraTin» , ,., 9.99 . 

Krvst^l 19.99 . 



16.99 

16.99 

1^.99 

15.99 

........ .1^99 

....999 

1999 

K^tflteTOel ....l«.99 

KillnsfGB^S&hqw 13.99 13.99 

KntghUccce „ 15.99 1&99 

Lasar Squad . ..: ,..,... .., , 12.99 - -12.99 

Legend L^Djol 16.99' 16.99 

LiWiceloKiii „ .. 13.9* 1^.99 

LfiBfjrc Suil L»ry W .19.99 lfl.99 

Li^nlftjrofl ';Gompdaf1^n^ .....,..,., .., „ „ .. i6.99 .- -.-. 16-99 

LQirtjard R.A-C. Raitir -. tS.99 .. "6.99 

Leidfi ort [heflisiPQ 5*jr^ i9-93 

L*ElNin|isll t6.99 „ 16.99 

Lnal Palrd ....13.09 16.99 

Liverpool - ,..,^.,.... 15.99 .-..-.-.- ....16-99 

LancnslBr .... 12.99 

Lasi Siuiiflman i2.99 ., , ^3.99 



Silhwcrn 13.99 

Sk-«*6k 13 99 

Space Qyw^li -. i9.99 

SpeaflbiJi .. ... 16.99 

SwMe DawB Eno^Mtip ia.99 

ST.Q.S 19.99 

5«rySoFa? 1 (ijompiaHoTiJ .., i3.« 1:^9$ 



19^ 
19.99 
13.99 
15-99 
13.99 
1399 
19.99 
1699 
ia.9§ 



.1?99 

1599 
.1199 
.1199 

1?99 
. 16.99 

1699 

13^99 
. 13.99 

16 99 
.13.99 

1^9^ 
. S5.99 

S299 



hA^nc hiipn^Kin 16.99 . 

MicnSfinafifr SeCMf 15.99 

Mf He* .....,„., ,. ,M.., 15.99 . 

Ma|nJdhi1fiCi1 12.99 

iMurdflf in WeflKJfl 1 5.99 

Ualnj Mtarauders. ......._ 16.99 . 

WMnwa*<flr ,...,.,.,, 13-99 

Hin|aw,irrar ... ... 13.99 . 

Hew Z**and 5«rs' ., ,.13.99 . 

Nortn and Saulh 15.99 . 

NeufiHwiaiicw ... ... . 

Nevflrrr^nd ^ 13LS9 . 

C^acfalion Ttiuftdflitoh 13.99 . 

CXjtrijn Europa - .„ 1999 - 

Orntnl:^ „ 15.99 . 

OnalaugM . il99 . 



.16.99 

.IS.99 
.12.99 
.IS.99 
.16.99 
.16.99 
.13.99 
.l6-$9 
.15.99 
,16.99 
.13.99 
.16.99 
.10.99 
.15.99 
,1399 



Oqi^ 



.15.99 15.99 



FaalLasie - 12.99 

Fr^f*jin5tim lg.99 

Fuiure Wafs 16.99 

FigfTlmg^Wser ,. ,...13.99 

FwrHiish Frtddy 19.99 

FgtTlBr Bomtflr 1B.99 

GEfnnWng ..13.99 

QhioJa and Ghoali 13.99 

Ciflni5 (iWHTpiiaUofij 19.99 . 

GftHi^eWfi D6i1fi*i1 13.99 . 

Or^rvd Mor^ler SJ^m 1 3 -?9 



1299 
. 1i 99 
. 16.99 
.1699 
. 19.99 
. 19 99 
. 13.99 
.16.99 
.19.93 
.12.99 

1399 



PflperbOT 12-.99 . 

F^n^lMa^t . 1^.99 . 

Pyl«jOut«ll 16.99 . 

f^o(jJs cri fladianw . i6.99 . 

PapubLa 16.09 . 

P01JUI0U& ItJaia diste&l , .9.99 . 

Pn»«rdriKne 18.99 . 

preooufl MeiflJ liCOTip'alKml i6.9S . 

Prpmi^r CgilKlign jggmpjlslii^) 19.99 . 

Pe'sanal Krt^lwrtaia 19.99 . 

Predator „......,.....„ ,... 13.99. 

Pla.¥er Manager „ 12.99 . 

P47 IS.99 . 

Powwrdr* 13.99 . 

PaSftrtgS^Ol . 13.99 . 

PKTlipfigry .. .16 99 



.IP 99 
.16.99 
.15.99 
.1«.99 
.16.99 
...9^ 
.16.99 

16 99 
.19^99 
. 19.99 

1$9& 
. 12.99 

1599 
. 16.99 

16 99 

■(193 



S^gry Sa Far 3 lonmpialliiil) 12.99 . 

SCui^Cai- ... ....IS.99 . 

ShfUJtji 1399 . 

Sb-eel Filling M*1 13^.96 . 

SCf^l ... 1?99 . 

3w(KII<?t Twilighl ..., 

.Slarw*a^eDrfpF^al^on^ 16.99 . 

£N/ttiepw^C^iie -.-.. 13.99 . 

Super Scramble Smuiatof 13.90 . 

Supar W^rxl^fbev , 1 3,99 . 

adi „ ...13.99 . 

S^pfieed .. .. ,...., 19.99 . 

Sleeping Gods L* „. 15.90 . 

SalderSMJO 12.99 . 

^W 13.99 -...13.99 

SlfirmfclPd .._ 13.99 13.99 

SiiKlowotirieBeBfl 2499 ^^90 

Siar Bazfr ..........._..„..„.._..„..._.... _.._ 13L99 13.99 

&jpef Quintet 1S99 15 99 

SLmCity - 19.99 19.99 

SflinCirtdQl^atfS* 13i.09 13.99 

Se^efl GiatCE ort JamiMfej 1^.99 i5§9 

Star Ccrnmand 19.09 _.. ..19.99 

SiBiia- Crusade .. ....,...,., ,, , ...,....„..., ..^4 99 

Super Cars 13.99 13.99 

S^tefntsJade . ,., ,.., ,., 13.99 , 13 99 

Trud II jmrriiliabnn) 16.99 16.99 

TesiDfwfill , 16.99 

TV Sp^s f gpfla^ii 16-99 i&99 

TiTwal PUffirjiKPflmlly Edilion] „ 15.99 16.99 

Tg^'BiiiOlU 1?.« 1^« 

Tififth^ IZjge „ 1?.99 

Thf^ji Tme Pialinurn IcorppHaBoii^ 1 5.99 1 5 99 

Ten-y? B<g Advprrmra 1?.99 1-399 

Triwa 12.90 15.99 

Iracn Attiffi* ^ 13-99 .,„ 16 99 

lurbd Outri^ „ _ 13.90 16.99 

uniTialeGorf li.99 16.99 

Uhmale Darts 13-99 13.99 

UnWLCl^BJ&lflB .13.99 16.99 

UniMff^alM 12JS9 12.99 

UMS II 15.99 15.99 



UEni?i V ...» lf.99 

Vi^lanie 16.09 

yeTnin^DT .,. „ ,., 15.99 

War n MkJdIe Earth 13.93 

Waie^'lM 15.99 

W E.G. L^U^n? 13.99 

Waip 

WimBfB (COmplartHKiJ „ , 



-15 99 
.10.99 



13.99 

15.99 

-16 09 

12.90 12 99 

19.99 .1999 



XemphQ 
^^ft^ II 
Xi/Mils 



-15.99 15 99 

.1699 .. 16.99 

■■■v. n^^ 
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COMP 
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Pi'imi M. JairiM aiKt L.K, Mile hell 


TOTAL £: 





1 



Name: 

Address: 



Tel No: 

Have you ordered from us before(yes/no): 



ZERO DEC 



V DELUXE 
PAINT III 



Cheques and Posiai m^r^ |»^ai?ie to SOFTSEILERS- Posi * p.^ raking Pre* ifi U-K. 
0H^er»86 £1 .54 p«r iitfn, Subjeci lo avuiiauiity ind prict ch4ng« iMiihoui r>otic« n^i ^mj Litiea hsrisAHd ai ipm« cf gc^in^ io pnds^ 



'AMIGA 

DELUXE 

VIDEO III 

£59.95 



\ukUNCHPAD FHrTSI 

^^ CONTACT CHRIS SKINNER ON 01-631 1433 ^^^^^^^^^ 






l*^^ 

^ 






''^ 



^fj 



•-■WW* 



ADVENTURE 
HELPLINE 




Do you play computer 

adventufes? 

Have you ever been faced 

with a seemingly 

i m p OSS i bl e s i tuat f o n ? 

WE CAN HELP YOU 

Our Adventure rescue 

team work 7 days and 

evenings ^ week and we 

will be pleased to answer 

your queries. 

We deal with any game 

on any computer- 
So if you are tearing your 

hairout ring this number 
now. 

0898 338 933 

Keep this number safe 

25p per minyte off ipeak 3Sp 

perminute peak time 



COMPUTER 
REPAIRS 



ATARI ST520 UPGRADE 
AMSTRAD 

Ring for prices 

COMMODORE 64 - £28 
SPECTRUM + 2-£25 

For a prompt and 

personal service 

by qualified engineers 

including 

•Free Estimates 

• 1 Week Turnaround 

* 3 month warranty 

Co/1 fact 
AVC 

c/oORT/GECITECLtd 

MELBA STREET 
MANCHESTER Ml 11FL 

TEL: 
061-3012210 



Europes Largest Stock of 

Video Games & 
Cartridges For- 



L TELEGAMES 




B 



CNinlerido) 




A 

ADUU 

2600 
and 
7000 



NINTENDO 
GAMEBOY 



SIU ^lEGIV DRIVE 

The leading Video game specialists. 
Send for lists{state make of game) 

TELEGAMES,WIGSTON,LEICESTER, 
LE81TE. (0533 880445) 



CAPITAL 
COMPUTERS 

IZ HOME ST TOiJ^CROSS. EUNBimCH 
TEI^ 03I-22S~4410 

AMIGA A500 
BATMAN PACK 

Includes Batman (The Movie), 
New Zealand Story, r>Paini U &. Interceptor 

ONLY £379 




JKAJART 520STFM 

Explorer Pack" £289 
Power Pack" £389 

With Word Prfx*s50r, Dalaha^e, Art P^ick^es ^ UlililK!!. 



If 



n 



C^ Commodore 

CBM 64c UGHT 
FAN lASTIC PACK 

Includes Daiacassetie, 
Light Giitiy 3D Glasses 
and 18 Software Til les 

ONLY £145 




PC 2 08 6 
RANGi; 

Dbl, Driv<^ FX.\ £ 918 
30 Mb H/r>riw £1148 

DbL Driw V(^A £1033 

30 Mfa H/f>ri™ £1263 

+ DOS 13, Mwisc, Loius 

SympbuDy & Windcws 



SE©ilr LC-IO Clr. £249 
Print*™ LC24-10 £290 
Ptkc iDchdu lokrlkx, Oibk £ Pi|xr. 



PYRFAX 

<GRADt 3 JAX) 

£599 cx,*al 

ljaKir>g available 



Gam«s 

i bit £ 9.99 £ 8.SD 
16 bit £19,99 £17,50 



SVa" 




Sony: £l6/box 
£1.70 each 

Bulk : £l4/bo]( 
£1.50 each 



GLASGOW 
COMPUTER CENTER 

U2 WESi'l NILE ST. CiLASCiOW 
TTAa 041-332-8246 



TITAN GAMES 

45 Windmill Lane, Worksop. Notts. S80 2SQ 



ATARI ST ADVENTURE GAMES 

Sliards of Tim* ......|7jg Black^car Mounlain E7J9 

* GRAPH ICAILV ENHANCED 1D4DST VERSIONS ARE MOW 

AVftfABLE FDR JUST Ea. 9a EACH* 

SCEJIAHiO OiSKS F{IR LFSE WITH THE UNIVERSAL MIUTAAY SIMULATgR 

Boiriir Wars 1 r7.99 BaTtles Thfough Tks AflES.... E7.99 

Roman Wars 2.„..., .........,....ilM Warriors al Atlditis .......!7J9 

ScdStisli W*f s... ! 7.99 MongDl Wars ,.. £ 7 J9 

* PURCHASE 2 OR MOflE OF OUfT SCENARIO DISKS 

AT A SPECIAL PRICE OF t5.99 EACH * 

PUBLIC DOMAIN ADVENTURE SVFTWAHE 

CdDSKal t^it^ ,„, .....F2.50 El Bflia Ch^.. £2.50 

□aikitess PS Forevef. r2.5Q Wiiards Taww ...,., £250 

All goodfi sent by return of post 
TBlaphone0309 4830 1 7 for further de^tails 
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RUSH'N ATTACK 



K«niimi/£aa.9S/Nintflndo 

An an-gry soldier screams ''Git 
^ 'im! Go! Go! Go!'' You strap on 

yoor parachute, diva out of the plane and 
prepare fgr a bumpy landing. This is 
Rush'n Attack- Nintendo's latest and 
most violent offering. 

You've been dropped,, deep beliind 
enenny lines. Dozens of American POWs 
are imprisoned in one of tine lieavily 
guarded armed bases. Your avowed duty 
is to rescue tlie prisoners by infiltraling 
tine enemy base. Once youVe got your 
allies out, you need to destroy the base 
so that It can't be used again. 

But having learnt this objective, you 
dan now forget it * the battle is all about 
keeping yourself alive -the POWs come 
a poor second compared to thatf Along 
the way you encounter endless amounts 
of enemy soldiers and every one must be 
either knifed or blasted if you're going to 
survive the challenge. The knife is your 
main vweapon and can never be 
taken away from you but you'll 
aJso acquire other weapons 
along the way. For example, 
arm yourself with a bazooka 
end you can blast through half 
a dozen soldiers in one go. 
Power like that would even 
make Rambo quake in his boots. 

The game scrolls horizon- 
tally and though you can only 
move forwards soldiers ap- 
proach from both sides in 
droves. Much of each lev'^l: is split into two 
halves. Like in level one where you can 
run along the ground or climb up ladders 
and dash along a bridge. Climbing the 
ladders does not, unfortunately, iet you 
escape attack. The had guys have thi^s 
infuriating habit of climbing up after you 
and, like a bad curry, they have no 
intention of leaving you alone. 

There are six different levels 
altogether. The first is by far the easiest 
with just infantrymen and karate soldiers 
to contend with. The bad guys in this 
level are cannon fodder, and completing 
this level is easy once you've realised 
which bits of the landscape to avoid. 
Mines are scattered everywhere - stamp 



GOING FOR GUTS 

The kniFe is your sNindard method &f 
defence but dbng the woy you can 
c]ccumuldt« various oiher weaponry fo 
help out* For example^ th*rft or* 
irilpers who sneak olong the ground 
and by slabbing th»3« you can pick up 
ihe massive boEooko thot they drop. 
Armed with this, you can Fire a limited 
number a* shots at oncoming enemies. 
These shors at^ v*ry useful since ane 
shot can do o nifty job of wiping out 
several £oldl«r£ a I once^ 

Vou con also pick a voristy of otffr#r 
important exJra weopofiry^ Ihe piilol, 
hond grenade find Invtnciblllty star 
help out enormously when rhe going 



on them and you're deadl 

Level two is set in an airport and is 
half as big again as level one. Here, the 
pistol soldiers and sharpshooters pop up 
for a piece of the action. Annoyingly, 
they fire at you from the top of 
surveillance towers and the only real way 
to get past them is to dodge their 
fireipowar. Other frustrating enemies ar^ 
the rocket men. One way to handle these 
fellows is to wait for them to swoop low 
and then leap up wfth your knife. 

Both level one and two are made 
easier if you can nab a bazooka, but in 
level three a pistol* and invmcibility star 
become available. These are essential if 
you want to clear the level. Here you're 
placed in a naval base, chased by 
soldiers and giant dobermans. The 
dobermans crop up at the end of the 
level and are best obliterated by lying 
down on the ground and attacking each 
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- at ihA alrywft, A whol^e nvw sot of 
I no^otiato with^ but yau can dm It, 

one as it comes to maul you. 

When yoM reach the end of each of the 
leveJs, tha screen stops scrolling and 
suddenly what seems like hundreds of 
enemy soldiers come at you. They don't 
take much beating, but it's the sheer 
number of them that'$ frighiening. Wipe 
thTs lot Out successfully and you're 
through to the next level where things 
get increasingly harder. 

The display scrolls horizontally at a 
reasonably smooth pace. The various 
characters move jerkily, but this is hardly 
surprising since only two frames of 
animation are used in the running 
move^ment Even so^ the impression of 
running is successfully created. The 



gets reolly fough. The hand granodft \i 
brilliant because you can ju»t toss one of 
these ot the oppos»tio>n and watfh 
smugly as they're blown ifito o million 
separate pieces. Unfortunat«ly hand 
grenades hove to be used within a 
certain time limil which seems grossly 
unfair because they're needed moit for 
the «nd -of "level bad guysp 

Acquiring rhe pistol maka^ it easy to 
kill itoldTers from a distance^ When you Ve 
used a certoi'n number oF bullets the 
piirof becomes useless and you drop it* 

The hordest extra weo pon to acq uir« i s 
the invincibility star, \f only lasts for a 
short lim« but within this limit you are 
totally immune from ottock. You can 
wd hde r, bleary -ey ed t onto mi nes and I I 
they won't oFfecr you at all. 1/ 
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Now you'va gat y«vr handt an tfaa baiaaka yov 
can ga f«r sana larlaus klliing, 

action shffts along very quickly and 

there's so much going on all the timej 
that when you're attac^^ed from all quar- 
ters. It can be hard keeping up wiith the 
pace. The bacicgrounds are brilliant with 
some of the best graphics available on 
the Nintendo despite the tedious tune 
which insists on accompaning them 
throughout the game. 

Ru^h^n Attack is no Super Mario 
Broth&rs. The aim of the game is to kill 
everything that moves while avoiding 
land mines. Whip out your trusty knife 
and aim straight for the stomach if 
you're going to get past even the first 
soldiers! Pacifists really should steer 
clear of this one. 

The enemy soldiers all come at you In 
roughly the same place with each game, 
which means that you can spendi time 
working out how to get round certain 
problems. Thi^ always rriakes things 
more interiisting and never more so than 
in Rush'N Attack. While the option for 
simultaneous play with a second player 
IS one of the game's best fa at u res. 



THE VERPIC T#n ^ 




AvaM Ilia minas - stop an than and yav'Ji ba 
pufhing up d-alitat^ 




Avald Hia guy* In fha wntchtawar - fhrny 
naan ■arievt fauilnaii. 



ZERO 



105 



r 




Does your trigger finger twitch vyrhen 
yoii^re \Afatching Neighbours? Have I 
you got icons on the brain or do you 
dream in 16-bit simulations? If so^ 
then clearly a strong dose of Stuff Is 
in ordei'HP This month we prescribe o 
trip to the flicks or your local vid" 
shop where hopefully the latest 
movie releases will take your minds 
off all that slaying and screeching.** 



VIDEOS 




PEGGY SUE 
GOT MARRIED 



Ovf if«w. C«rt 1 9. CBS 
F»x Vldao. FflcG £9.99. 

"If I had my life again..." is 
a familiar lament. W^ll 
Kathleen Romancing Th^ 
Stone Turner get-s just that 
in this box office hit, Peggy 
Sue (Kathleen) passes out 
at her high school reunron 
ball only to wake up back in 
the sixties. While re- living her youth, she 
decides she might as well make good 3 few 
mistakes- like not marrying her husband, 
Charlie. (Hmm, dodgy stuff). 




Ovf Pww. C*rt 18. ni 
F#i Vitd^Q. PHi« £a0*99. 
Gnly, £9,99, 

If you csn never decide 

which Schwarzenegger film 

IS the most violent or if you 

simply have difficulty telling 

Arnie's films apart ($hame on 

you I), you might b^ interested 

in this triple action pack of his 

vid$. The set consists of Raw 

OeM Commsndo and the 

newly released Predator. If 

that's rather too much blood 

and guts in one box, th^n you can buy Predator on its own and watch the gun and 

machete-toting Amie battle it out In the jungle with his team of commandos who 

are toeing slaughtered by a mysterious predator. Keep up ^9 gut verk Arniel 



THE LAIR OF THE WHITE WORM 



Ovt fiwr* Cart 1 S. Vastron 
Vl4l««, ll«nl«il ««»lr* 

A tongue-in-cheek vampire 
film? There's a joke in there 
somewhere, but with Ken 
Russell as director^ tongues- 
in -cheeks ^re likely to be the 



most pleasant things you see in 
this tale of a female vampire 
based on the novel by Br am 
Stoker. Here the east have to 
grapple with pagan terror, 
savage rituals and a whole lo^d 
of special effects. It all starts 
when the guy from Lac^J H^ro 
{er... Peter Capa Id 1} unearths a 
prehistoric skull of "indetermi- 
nate age and species." Then 
the topless girl from Casfaivay 
(erm... you know... Amanda 
Donohoe) pinches the skull 
which is where the gore 
{sorry- fun! |! reaUy starts. 








BIG TROUBLE IN 
LITTLE CHINA 



Out now. CaHIS. CB$ Fok 
Viilvv* Prli« 19.99. 

Big trouble? You're telling me it's 
big trouble. If Chinatown's like 
this then St's steak and kidney 
pies for us from now on. Fun 
lovin' truck driver Jack Burton 
{Kurt Russell} hasn't even time to 
decide if he wants his rice boiled 
before he's launched into a world 
of ghosts, monsters and kung f^ 
and that's only for starters. 
There's plenty of mayhem and 
magic. Watch this video and you 
may never eat a spring roll again. 



MAC AND ME 



Ovt II0W. Cvrt U* Gvlld Hon* ¥ldi*a, 
Rniifsl 9fliY* 

Hankies all round if you want to get through 
this big dollop of sentiment cast very much in 
the ETmould. fWAC is an aMen (a 
Mysterious Alien Creature to be 
precise] who has arrived on earth 
and lost his family. With the help 
of 10-year-old earthling, Eric, and 
his sickeningly nice family, MAC 
tries to find his ma, pa and sis. 
Drama is provided by a gang 
of government agents who 
are attempting tp catch MAC 
for use in their experiments. 
(f yqu Ve got a sweet tooth 
and an embarrassingly 
low mental age, it could 
be right up your street. 




FILMS 



GREAT BALLS OF FIRE 



Hvt n«w. C*f# 1 S. Orion Picffvrai 

They don't make rack 'n' rollers like J&rry 
U^ Lewis any mo re. His turbulent fife is 
charted in thi^ movie 
which stars Denms tn- 
nerspaceOuaid as 
The Killer.' Great 
B^fis Of Ftre co nee ni- 
trates on just two 
years in the Irving 
legend's Jong career: 
1956, when he 
rocketed to fame wfth 
a string pf hitSr and 
195S which saw the 
first pf many seem- 
ingly disastrous 
setbacks when, on a tour of England, hi$ 
era die -snatching exploits were revealed. 
(He'd just married his 13-year-old cousin!) 
If nothing else. It's got a great soundtrack! 





STAR TREK Vs THE FINAL FRONTIER 



Owt Now. C^rt PO, PArnnauitt Pl«ttf rai^ 

Yeah, the crew of the Starship Enterprise ar& stilf 'oldly gofng 
where no geriatrics have gone before. For film No 5 we've moved on to 
star-date 8454.130 (whatever that nneansl ^nd it s time for Kirk, Spock and Co to 
bugger off and save the universe again. In this one^ the crew are kidnapped by a 
maverick Vulcan and are forced to 200m off at warp factor 10 to find the meaning of life 
in the heart of the universe (cinch, eh?). Captain Kirk, welf William Shatner really, 
directed and co-wrote this Trekkie film, it's 002 rng with excitement and special effects 
but, as with aM Star Trek films, the foot is hard down on the humour pedai. 



GHOSTBUSTERS II 



Out iMw, C#rt PO* 
Colunlila TH.»«r. 

Prepare to be slimed! BilJ 
Murrayr Dan Aykroyd and 
Sigourney Weaver are back 
in action and ready to save 
the world again. This sequel 
picks up four years on fronfi 
the original film. New York 
has been invaded by gallon^ 
of ectoplasm, caused by the 



bad thoughts of all the city 
folk, and Siggy's baby 
(Barrett) is kidnapped. 

We're $ure that whatever 
the plot's like it'H still take 
loads of dosh at the box- 
office this Christmas. Oh, 
ancf if you can't get enough 
of the movie - there's always 
the Ghostbusters //game 
thanks to Aotivision. Spook! 





THE DREAM 
TEAM 



Ovt now« 
C«rt 1 S* UIP. 

Michael Keaton has a 
problem (Doesn'f he 
think he's a bat? EdJ. 
You see, he's got this 
habit of beJting people 
who annoy him - and 
he annoys easily. Still, 
that's nothing compar- 
ed to his buddie, Jack 
McDermott (Peter Boy- 
le) who tried to throw 
an advertising execufi- 
ve out of an upper 

storey window. So rt's probably no Surprise to learn that both 
these guys have been committed to a mental hospital. What is a 
trifle alarming is that their psychiatrist has decided to take them 
and a couple of other inmates from their looney bin. on a trip to 
see a basebaif match at Yankee Stadium. Worse still, he then 
loses them. This warm comedy follows the attempts of the four 
patients to find their mentor. Watch out for another classic 
performance from Christopher Bsck To The Future Lloyd as one 
of the nutters. 



BACK TO THE FUTURE II 



Out iww* C«ft Ml. UIP, 

B^ck To The Futuf^t was too good 
and too suc^cessful for there not to be 
a sequel end four years after the 
orrginal - here it is. Once more, Marty 
and the batty inventor Doc' Emmett 
Brown are playing with the past, and 
the future, in an attempt to influence 
the present, (What? Ed J Marty's arch 
enemy Biff (remember him?) has now 
managed to marry his mother (No 
fwlarty^s mum, not Biff's), and 
become the most powerful man 
in the world. Is Marty going to 
stand for this? You bet your 
ife he ain't What s he 
lonna do about it? Well, 
you'fl just have to wait and 
see won't you? Don't get 
any ideas of relaxing at 
he end though. Part Hi 
has already been made. 
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Rwh yeur My around 32 tinofinmii lcv^$ d iction 
pfediHl hjn ijid UnUlkLng ikill to the lively 
»unda Af the latest rtick beats. Sh^ ^cmr 
ildJI w«f (ft^dicmu^ jpfieti|>iccs. iiritallna / 
nlvt V]fsl'tm9 iJld lanLalising tclcport padi. / 
Ann yoyndf with bombs, spikes, pirachutea I 
ind flhlcjai and kl jraurMlf subniMr^c into d \ 
WKHTld of raoitastii^ intmatJoii and mind blowing \ 
uundi .,. it \nm\ be Jong t^eFohe ^u'v* ^., 
SOID TOUR SOUL TO ROCK IT ROLL 
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Rainbow Arts (UK) Ltd,, 6S Sketly Close, 
Brackmilla Business Park. niorlharnDtan Nft4 OPL T*l: ^DB04V TfiflTtl 



CBM 64/128 EAmstrad 

Ca55ette £9.99, Disk £14.99 

\ Atari ST &CBM Amiga 

' £19.99 

Spectrum 
Gazette £S.99, Disk £12.99 



ZERO SUBSCRIPTIONS 



CHOOSE 

ANY ONE 

OF THESE 

FOUR 

FABULOUS 

FREE 

GIFTS 



FREE 



/ 



I 



1^- 



OUT OF 
STOCK, 
SORRY! 




T-BAG 



An Ajccluilv* T-bfifl At Pi«d by 
ipDulinv in EafMj»rf»rf coniplAtA 
wlfh p^rfoFDir^M, Worth £1*50 



T-CAKE 

Thit «jcf«*d]ngl|r 99«4 
cflktt dfltvi back to 
i4io 1 7ih cAiitvnr* 
And fhougb loma of 
fh* itfrrontc w»in« 
Mnforfvnatoly 
damog^d wb«n 
Forgia- law It at 
O recont 
Ajitlqif*« Aooif 
JffOMT, \Vm slill 
wArrh «it l«o*t 
Hro paB« 
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OUT OF 
STOCK, 



T-PEE 



TbiA ror* Indian T«p«4 wOt 
worn by tba inagnl1l<«nt 
Domlft RotfAiA* In Nf« 
1 94$ tour of Worthing 
Pfvr* Worth quite a lot 
"^ ol unybodr'^ notioyp 




GIFT! 

If you take out a year's 
subscription to ZEUO. 

ow can you re&ist? Well give you sne of 
these amazing free gifts if vou take out a 
year's subscription to ZERO. And for 12 
Copies of the best mag around and your free gift 
(we'd go for the T-shirt ourselves} you need only 
pay a paltry £18. Just the 12 issues alone would 
cost you that on the bookstands, but this way 
you get every i$$ue delivered to your door along 
with our spiff o free gift! With all its in-d^pth 
reviews,, scintillating previews, corn petitions, 
hints and tips and fascinating features^ ZERO'S 
got to be the b&st buy you'll make all year! 

Int&rest&d? Then fiO in the coupon - m block 
capitals please - and send it to ZERO SUBS, 
FREE POST*, DPL/ 003. ZERO. 120-12S Lavender 
Avenue r Mitehamp Surrey CR4 3HP. And just sit 
back and v^ait for thm rustle^ rustie, flap, plonk 
when the next issue of ZERO lands on your 
door mat I 

T-SHIRT 

Pr»ir«nti ■M h— rnflng iHlltliy 'c»i ll'i 
MAdft ^ pur« c«ft«n. Wbot'i mar* It'i 
got a tr4m bon ZEItO tfrg« On ffas front 
4tn4l « roHior Dwiloiquo mtopwaich «a 
flbo baib. W«rth £9.99 It's a mwM 



SUBSCRIPTIONS 



Nama. 



AddrAS», 



Pomt Codtt . 



Signaturo- 



. T«P No 



Please tick appropriate bonces, 

□ UK tinly - one year £18 

CH Europe and Eire - one year £23 

D The rest of the Cosmos - one year £28 

n i enclose I he moolah in the form of a cheque/ 



fiDslffcl order for £ 



made payable lo 



Dennis QneshoEs Ud. 

□ Please charge my Master Card LJ Visa LJ 

American Express 

Card Number 

EKpiry Date . 

Send the completed form to: ZERO SUBS, 
FREE POST* . DPL / OO 3 . ZE RO. T 20 - 1 2& Lave nde r 
Avenue. MItcinam, Surrey CR4 3HP. Use a 
photocopy if you don't want to mutiJate your issue 

" FreepoBt aniy available to those pOStir>$; fo<ms frci-m 
wilhin UK. Sorry! Paynnenta frnm ogtilcie U^ Should dolete 
FREEPOST from addf ess. 
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readers pages 



THE 



INTERVIEW 

Funnily enough this month^s inspirarion far the YIKES 
interview cropped up whilst the ZERO crew vrere engrossed in 
an episode of the 'cult' Children's ITV series Roinbow (heml) 
We suddenly paused to ask the burning question: ^'Who plays 
Bungle t^he bear?''' So^ we got on the blower to the Forum 
Theatre^ Billingham where the flmnbow team were making 
two live performances a day. 



I played a lootball 
hooligan once 
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Yik»s: Unri. Weil, the first (hirrg we 
want to know fs this. Who are you? 
We know you're not REALLY a bear 
so don't try that hoary old chestnut. 
Bungle: Tm actually called M^lcQlm Lord 
rm an actor. 

Yikev: You went to stage school then? 
Bungia: Yes. I went to drama schooL 
Yik«s: And have you ev^er been in 
anythfng else on telly? 
Bungle: No, not really. Tve done quite a 
lot of stuff on stage though, but I don't 
expect you'd have seen any of it, I played 
a football hooligan once- 
Yikffs: BlimeVr AnywaVr getting back to 
Rainbow. Ufn. are you 
naked under the Bungle 
suit or do you wear 
pyjamas or something? 
Bungle: Ha-ha. Well. I m 
not quite naked - Tm actually covered in 
foads of frilly white matensl, 
Yikei: Yikes - that sounds a bit pervy.... 
Bungle: No, it's not, i'nn rather skinny you 
see, so I need a lot of padding. Thai's why 
I use the frilly stuff - to make me bigger. 
Yikei: You're naked under that though? 
Bungle: Just about Yes. 
Yikes: It must be pretty hot und'ar the 
studio lights cov&re-d in all that lot. 
Bungle: Well y&s, it is rather. Mind you, 
ifs worse in the theatre. It's absolute 
murder at times. Tve ainnost fainted on, 
oooohp a couple of occasions at J east 
Vikes: Is there a zip in the b^arsuit Or is it 
just a velcro jobby? 

Bungle: There are some poppers around 
the back actually - I have to sort of 
clamber m and out of Bungle's bottom. 
You can see the flap if you look, which is 
actually the reason Bungle 
tends to face the camera 
most of the time. 
Yikes: So 'going to the 
toilet' must be a bit tricky^ 
Bungle: It certainly is- I've had to learn to 
hold it in. Live performances at the theatre 
are the worst though. 
Yik9s: Have you ever been sick inside 
the suit? 
Bungle: No. 

Yikem: Is it true that at one of your 'office 
parties' Geoffrey head-butted the bloke 
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I clintb in through 
Bungle's bottom 
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who operates Zippy, leaving him with a 
wound across the top of the nose that 
needed 12 stitches? 

Bungia: No. Everyone gets on really well 
as it happens. We've beon together so 
long now that it's sort of like a familv - 
the show's been running for 17 years. 
Yikes: How did v<»u end up getting the 
job in the first place? 
Burigle; Well, I haven't actually been 
Bungle the whole time. I originally saw an 
advert for someone to play George (the 
hippoJr applied, and got the job. I was 
inside George for about eight years, then^ 
about two years ago. the chap who 
originally played Bungle left the show - 
and I was promoted. 

Yikes: Promoted? So does that mean that 
Bungle gets paid more than George? 
Bungle: Only a bit mare. The extra 
money is because I actually have to 'walk 
around'. George and Zippy stay behind 
things and you never see their legs - well 
you did see Zippy's once but that was 
defini telly an except ion. 
Yikes: Do you get more money than 
Geoffrey as wel I? 

Bungle: Nq. Nobody gets more money 
than Geoffrey. 

Vikfls: Oh. Okay, time for some 'quick- 
fire' questions. What do you think about 
the withdrawal off the Vietnamese troops j 
and the reappearance of the Khmer 
Rouge in Cambodia? 
Bungle: Erm. Eh? Um, I don't know 
really- I'll hav^ to go and ask Zippy - he 
knows abomt things like that- 
Yikes: What's your taste in music? 
Bungle: WeM, when Tm out of the suit I 
like Cilia Black. E really love her- I even 
sing Sufpns& SurpriBE in the bath. And I 
iike Phil Collins and Elton John. But when 
Vm in the- suit I \lko KyNe gnd Jason. 
Yikes: Hav8 you ever been attacked by a 
particularly gruesome crocodile? 
Bungle: No. Um, nOr i haven't. 
Yikes: Bears tas everyone knows) have 
uncannily large plonkers. Is Bungle 
popular with the women he meets? 
Bungle: W&ll, if you look closely enough 
you'll see that Bungle hasn't actually got 
a penis. But lif he had he wouldn't really 
know vvhat to do with it anyway - he's 
rather innocent you see! He'd probably go 
to Zippy and say something like "Ooooh, 
look at this. What's this for, Zippy?" and 
then Zippy would ask Geoffrey, and 
Geoffrey would explain it to them both, 
Yihes: Rod, Jane and Freddy seem to be 
doing pretty well for themselves. How 
much did Jane's nose job cost? 
Byngle: (Extremely long pause) I don't 
know. She just had it done without tefling 
anyone - we didn't even notice at first. In 
fact no- one noticed for about three days. 
Vihes: We noticed it immediately. So did 
the rest of the country. 
Bungle: Oh, 

Yikes: (Embarrassing silence). Erm.,.. 
Bungle: (Embarrassing silence). 
Ummm.... 

Yikes: We haven't got any more 
Ciuestions actually.... 
Bungle: Can I go then? 
Yikes: Yes, Goodbye Bungle. 
Bungle: Bye bye. 
Tele-phone: Ctick. Bzizzzzzzz. 



ASTRONOMY CORNER 



by FirotaHor Bsmard N«bvla 



After last month's astounding 
revelations about the giant spider's 
web surrounding the solar system, 
IVe learnt from mole$ at the Penta- 
gon that NASA is bu^y getting 
together plans for production of 
a n Anti Space S pi de r Defence 
Initiative Rocket. The 
A&SDIR (as it's imagina 
ti^^ely nicknamed) wiif be 
three-mile long 'tube' 
powered by blasts of 
nuclear fission, and it's 
going to be assennbled 
in space (near the Moon 
in 1951. I phoned Heather 
Co u per (the only woman on 
aarth who's interested in astron 
omy) to find out b bit more. But she 
wasn't in, so I phoned Patrick Moore 
instead but he wasn't in either. So I 
phoned Dial-A-DIsc, listened to SinJtta 
for a few agonising minutes, and then 
phoned Heather Co u per again. She 




was back. (She'd been out shopping). 
Here's what she saW: 

"Hello Barry, It's absolute msy- 
hemr.. the giant Space Spider is in 
the vicinity of Jupiter and is, I can 
now reveal, definitely heading 
>. towards earth... definitely,*. 
everyone's^ bit jumpy^ 
Andrew... Iff s heading 
definitely for earth, it's 
gigantic... a monstrous 
interstellar arachnid... 
mandibles crunching 
away silently in the 
vacuous tracts of the 
void,,." 
So there you have it. A 
bit ^prosey' perliaps, but. true - 
and rather alarming. So aiarming in 
fact that to stop mass panic there's a 
totaE world 'news veto' on the story: 
you can only r&ad about the beast's 
progress here, with me - Bernard 
Nebula. More next month. 



BLACK SHAPE 



Hello. It's me. Black Shape - 
the ALTERNATIVE letters page. 
Have I dwindled in size and 
died since last issue? Have I 
sausage?! Just the opposite in 
fact - I've got bigger and 
strongerr fm all throbbing and 
ready to go. 5o what am I 
waiting for? Erm, actyally I'm 
waiting for 'a love that's true" 
but until that comes along^, 
here's a selection of your 
pathetic ^crawlings- 

Have you noticed that the 
lovely Annie Jones (Jane In 
Neighbiours) has had a face lift? 
Well, I have Inoticed it that is, 
not had a facelift). She was 
starting to g«t a little bit 
'baggy' around the eyes a 
couple of months ago, then she 
didn't appear for a few epi- 
soffes. and then suddenly there 
she was again - with an almost 
spanking brand new boat-race. 
What a picture of beauty: 
almost porcelain perfection, I 
bet she denies having plastic 
surgery though (watch out for 
her next Wogan appearance). 
Jontitticiii Wurreii 
Walsham, NArfAlk. 

; ph4>ned Ann/e Jortes' PR 
company and they deny aft 
knowledge of her having ever 
b^en under the ptastic sur- 
geon's knife- So you were 
fight I Vlfeft done. Block Shape. 

I read your first issue with 
something approaching incre- 
dulity. You obviously had to 
make up some kind of letter 
but llamJtiotv pyjamas? What on 
earth are you on? Why not a 
letter about piracy or another 




COMPUTER RELATED subject 
After all, this is supposedly a 
computer games magazine. 
Alon Goncid 
Burton-ofi-Tretil^ Stsfls* 

So you'rm saying that cotnputer 
games-piayars aren't interested 
in R&inbQw characters. Okay, I 
won't ever mention them agsirt 
then. BIflck Shape* 

Re your 'Rainbow pyjamas' 
reference from last issuo. 
Quote: "Bungle, Zippy, George, 
Geoffrey. Rod, Jane and Freddy 
- they're all there if you look 
hard enough/' WelL I too have a 
pair of Rainbow pyjamas hut 
try as I might I can't seem tQ 
locate Geoffrey. I've been over 
the blinking things with a fine 
tooth comb and he's definitely 
not there. Is this a mistake on 
your part or do you think we've 
got different makes of pyjama {i 
got mine from Harrods). 
Rod Sinker 
East Tilbury^ Essex. 

Oh dsMr. / 've promis^ti not to 
mention Rainbow charmcters 
ag&in, so t'm mfr^id i can't 
answer you - sorry. 
Black Shape* 

Undoubtahly my favourite actor 

in the world has got to be Sean 
Connery. Jn the role of GhandJ 
in Alan Parker's epic block- 
buster Butch Cassidy And The 
Sundance Kid, he gave one of 
the finest performances ever 
seen on the Big Screen - and U 
for one, shall never forget it, 
T. N. McKellar 
Black heathy London. 

Wen done. Black Shape* 
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CLAIMS TO FAME 



Th9 part af th« mag wher« you prov« to the world that you^B a 'friend 
to the stars'. All we ask for is a photograph of yau standing nmM to (or 
til e compromising position with) a 'celeb'. Paul Daniels maybe. Or 
Sandy Gall. Or 'Bob' Holness... anyone. 

We bad a bit of an appallingi response to la^t month's request for 
your piotui-ea as it bappans - basically^ erm, we didn't receive any at 
all. Not a sausage. Not a blinking sausage- Surely some of you have 
been snapped with a 'pereonslity'. Okay, so the selection we offered 
you last ish might have been a bit 'dubious', but just to prove we 
aren't total liars here are a couple of genuine ones.*. 




T'MIl WIIH 
BMAN JACKS 
Tereia, oar 
belevad 
leaderviie 'in 
caheal*', with 
viclevi Jade 
bleck-beh 
helder Brian 
Jatks. 




DAVID 
WITH ROLF 
David 
'WhlfNtu 
ftick' Wilian 
trstHM 

wrlflvr) 'ta 
»he«4s' wfIHi 
a certain Mr 
RaH Harris* 



CDin» Qnl Send in your snapshots! And If you want them back, anckdi^ ^n &#«. 
We're offering you fame hers (arm, and a Hoftwar? prizeK ail for the cost ef a 
Couple of stamps and a trek to the nearest post-bojt. Yau knciiiv it m^k^a sense. 

HIGHEST JOYSTICK IN THE WORLD 



I 



Have you ev&r 
found yourself on 
the wind-swept 
summit of K2, 
with a joystick in 
one hand and a 
cam&ra in the 
other? Blimeyt 
YouVe obviously 
a bit w^ird then, 
aren't you? More 
next month, 
iOi come back and re J/ them what 
you're talking about, fd}, 

Erm. Everyone's got a joystick and 
what's more - joysticks are easily trans- 
portable. The trouble is they aJways end 
up getting 'transported' to 'predictable' 
locations - bedroorns and lounges for 
instance. Borrrriing!!! 

We thrnk it's about time they got 
taken places. Interesting places. And in 




partiQular HIGH places. So, next lime 
you pack your rucksack (or yvhatever) 
don't f org el these two things: 

1) A joystick (any makej^ and... 

2) A camera. 

That way you dan take a picture of 
the Joystick wherever you find yourself, 
Th&n sc?nd the photo to us^ give us a 
rough altitude and you'll get a rather- 
super prize (if Pt's printed). 

Oh and taking a shot off a joystick in 
an aeroplane only counts if you can see 
the view out of the window as well as 
the joystick itself, or if you've blagged 
entry into the cockpit and managed a 
snapshot next to the altimeter, 

To start things off here's a piecie of a 
Konix Navigator that 'intrepid reporter/ 
popstar' David Wilson placed B.2 cm 
above sea- 1 eve I (erm, or River Tharnes 
level if you like, it's thii same thing 
really, isn't it?>. B^at that if you can! 



READERS WIVES (ERM, AND THINGS) 

We've had as much joy on the Readers Wives lErm^ And Things) frortt 
a a we have on the Claims To Fama^ I.e. not a sausage again, ActuallVr 
that's a lie. Wa did have ona 'antry' from Andrew Kelly of Reading. Un- 
fortunately ha hadn't quite got the idaa, and as a result his photo was 
too rude to reproduce. In fact it was so rude we can't even tell you 
ahout it »o we've had to bail him out with 'one we prepared earlier'... 

Hera's a picture of Staff Writer Duncan Mac Dona Id 'a girlfriend. 
She's called Birgifta {she's Swedish), and the cat she's holding is 
called Mirra jwho died 
shortly after the photo 
was takan). The cat Sir- ^ 

gitta got to replace Mirra 
turned out to be a bit of 
a horror though, and 
dragged all manner of 
'semi-dead' animals into 
the kitchen - until it was 

severely disciplined'. Blrf ttlR with her old Btr^lttti's new «flt 
that iS- cat^r Mirra with 'a chum' 



Birf itlR with her old 
cat, Mirra 



BUILDING TIPS 

by Kobert McAlpitie Jnr 

HeIIq th&fg, WelL what a response I got 
from IsMJe One -you could have 
knocked me down with a feather 
<proverbiailly speakfng of course). How- 
ever, some of you suggested that my 
methods fgr taking out an interior wall 
were *^ trifle on the cautious side' - in 
particular a chap called Steve McDou- 
gall from Gwent, who had this to say. 



Dear Rohert Junior 
Your old man might be the richest 
and most successftjl construction 
mogul since the Egyptian Pharaohs 
hut you yourself are a total arse- 
brain.,.. 

Vm afraid I had to cut the rest of 
the letter because it was a Itttle bit 
oh the rude side, but Steve outlined 
the way in which he personally 
wouJd approach the problem of 
interior wall removal: 

(1J Have a cup of tea. 

12} Hack straight into the offending 

wall with a hefty sledgehammer. 

(3) Keep thumping away until the 

wall is no longer thare- 

(41 Wrap sellotapa around the ends 

of any dangling wires. 



^^"-^4 



A. ..-^ 



t 



And that's all h& wrote. It doesn't quite 
have that professional sparkle I like to 
see and it also seems a nnite 'unfin- 
ished'. Still, everyone has their own way 
of doing things (end the world would be 
a boring place if they hadn't), $o well 
done Steve. 

A quickie here, &ent in by Jacques 
Reve9 < Managing Director of Perrier Ltd 
in Paris}. 

Dear Monsieur McAlpme 
When mixing concrete, use French 
carbonated mineral water instead 
of tap water (the bubbles help to 
mesh the camant and sand mole- 
cules more tightly together K You 
need to use absolutely loads of it 
thought so start getting stocks in 
fast - before the price goes up! 

Well that's a tipr if ever I've heard one - 

thanks Jacques. Ke-ep building the 
Robert McAlpine Junior way. See you 
all next month. 

I Send your building queries 
or tips to Robert McAlpine 
Junior at the usual Yikes? address. 
You could win a prize. 
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lb order a copy of any Screen 7 products send details of game and formats required, along with a postal order or cheque inade 
payable lo All Saints Developments Ltd. Send the above with your name and address details to 
All Sainte Developments Ltd, Unite 3-Z Baileygate Industrial Estate, Pontefraet, West Yorkshire WFS 2LN. 
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THE PRIZE CROSSWORD 




Sutft out the clue»^ fill in tha grid and send it (or o phbtACOipy) lo 
Priie Craisword. TIKIS I r 14 Rqlhbone Ploc&, London W1P IDE. A 
prix« for rhe first correct entry puHftd out of the hat. 



ACROSS 

I The go- betwE^en for your 
computer O} 

7 Aftertax (3) 

9 Mi 5$ Bri^hlm^n's Angel of 

MuisiiS [7> 

I I Pass away (3) 

1 2 Wading bird with thin curved- 
rhjwn bill W 

13 Manage ^^]' 
I^C^t^li lika? down P) 
l^Vitalilv^B) 

1$ Given food (3) 

20 Ali&mpt{3^ 

21 a&lfry (6) 

22 Di-scharge W 

24 Enclosure for pigs (3) 

26 Adjacent (5^ 

27 Old fashioned poerr (3) 

28 Tfie dividjrg line betwaan tv^o 
adjacent river systems ^9) 



0*0 WN 

1 TaintetHSJ 

2 Coach wearing Ri&aboks. 
perhaps? [7^ 

3 Calibre tB) 

4 Aciknowladge (5} 

5 OutconieOf 
B Diri^dO) 

S Qri€ or lhi& othisr (6k 
10 Comply (4) 
14 Lib#ratad{6f 

17 Health conscious tall grass (3) 

18 Tirminats (6) 
If Bank on (6} 

21 Cindarella l-^ft her slipper on 
one (5) 

23 Type of whiskey iA\ 

24 Vase for narcotics m 
ze Unprecedenieani 



Hvw's tlia mornvnt ^u ^Oi'd fffloks havo b««n waihrifl feprt So no rtfor* 
lKini%fl your liair tuM, ifw wJuHoni to If su» Ofve-'f crof i ib am harv.^ 

Acraaa: 1. Cflirnwsl. T, Slop: B. ftitn. TO. Lnnt; 11. /kdarable:14. Lin^iL 15, O^ivi*." IT. ^amo: 19. 
P«?l- Zl. O^irr i4. AJnnFj 2S. Owodrrt,- 27. OiW*: 21 Cleefl. ?9. M»«cl; M. ToprnEnd. 
D«wn: 1. C^ptiprv ?. FUiHnr 3. IdHi; *. Auton^E^ri.: ^. $iat}; ^. £tma; f. Sljhid; i. Orrfy; 12. 
DiK3bni ie. S{UC*d; ie. Triln*4L 3t]. Aca; H. EHtfltiE; 23-. Pina^ 25. D«m#; 26, S«IN 26- C«r. 



GIVE OR TAKE 

Organising a village fet» starring Tarby? Or se^rqhing for a software soul 

ifiale? Maybe French letters »re more up vo^r street r No7 Well, youi can 
always flog yer old bits of hardware, swop those gam as you've played for 
yonhs or precis the intricacies of your private life (in 30 words). And 
what's more the service is a real barg 'cos it's completely FREEt All you 
have to do is complete the coupon below aind mail it toute suite to GIVE 
OR TAKE. By the way if you're a business you have to advertise in the clas- 
sifieds and no actual 'seliing" of software is permitted^ 



BOOK YOUR FREE AD HERE 

If youd like to. ^dvartisg I Hi Give Or Tjike, please fill in Iha coupcn bclr^w in BLOCK CAPITALS and -send It 
tfl. Give Or TakB, ZERO, ^* ftaih^jo^e Place, London V¥1F IDE. Don "I lorgiet to enclose your Bddr€E& and 
phi^rie riLin^baf and remBmbcr lo rti*rk (he envelope with the appropriaE© seciior^. We can't accept any 
i^^ftwere &al-a& and piivata adv«rti^^$ will have to advartl&e in the Classifii^d$ $eciion. 
Please include my advcri ^ which is no more than 30 words! umdcr iht' followlmg heading: 
HARDWARE n SOFTWARE D PEN PALS D LONELY HEARTS D WANTED D FANZINES D 
MESSAGES AND EVENTS D filflTriS. DEATHS. MARRIAGES AND DIVOHCf" D 

Name .„ 



Address. 



Pe<t C^a 



IF vou dor't want to dissect your spanking new copy d ZEROr if3 simple - use a photocopy. 



WARN I N (j ' ZilAO cannot guarantee to place every ad rv^txivvni- 
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COP THIS! 
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'Ello/ellOp 
'ellOr what^s 
this we have 

here then? Well actually it"s a 
rather spiff o ZEfVO T-shirts 
that's what. And you can be the 
proud owner of one for nothing* 
It's a cinch, and what"^ more, 
it'll only take you all of a pico 
second (or two). All you have to 
do is send YIKES some photies 
of Readers' Wives for example 
or (if you're not the vertiginous 
type) some very high loysticks^ 
man. More literary inclined? 
Then get scribbling to Black 
Shape or Robert fUlc Alpine Jnr 
(he's very keen on new tech- 
niques |. Everyone who gets 
something printed will win this 
rather fetching ZERO T-shirt. 
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All mall order enquiries to: 
GrvmJln Graphics Saftivore Ltd.p 
Alpha Housap 10 Carver Str««t, 
Slteffteld SI 4FS. Tal: (11742) 753423. 
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GHOULS V GHOSTS • POWER DRIfT 
Ml TANK PLATOON • FUTURE WARS 
BATMAN * STUNT CAR RACER 




• INTERPHASE 
HARI^ DRIVINf ! TURBO OUTRUN 



ALSO i 

CONSOL 

ACTION ^ 

special 6-page 
miwi-maga:eine 

WIBBU 
STICKS! 

JOYSTICKS: 
THE TEN, 
BESTTpST 




